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THE FASTEST, 

MOST THRILLING 

» DRIVING GAME YET! 


Take the wheel of your turbo¬ 
charged Porsche as you 
\ and your partner go in 
pursuit of danger- 
ous criminals all 
driving an evil 
array of \\ 

souped-up t 

\ roadsters. 


VOTED 

ARCADE GAME 
OFTHE ^ 
YEAR M m 


toss© 

boost; 


Need to catch up in a hurry? Well, 

' just one press of yourTurbo Button will 
leave your eyes in the back of your head! 

BARRELLING THROUGH 

THE CITY STREETS, along the roughest of 

dirt tracks and through busy tunnels - if you can hold 
the line! The low life can run, but they can’t hide ... 
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RESCUE ALL HOSTAGES 


Ocean Software Limited • 6 Cen 


Telephone: 061 83? 6633 • Telex:, fii 
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action sequences put you in control 
of Elliot Ness's elite squad of crime-busters 


ALLEYWAY SH0OT01JTS, 
THE BORDER RAID, 

TI r-» _ ! ■ . • r . .. ' . 


The Railway Station confrontation and 
Warehouse bust culminating in the 
thrilling denouement of a 


as you re-live the knife edge 9 * 

existence of Ness in his struggle 
against the retribution of Capone! 

THE l\TOl( HABLES - LIVE A\ AMERICAN LEGEND 

an absolute corker of a game as a fine example of how to do the job 
smooth and polished as you can get, properly .. a cracking conversion ... 
animation is top notch a brilliant easily one of the most successful 
film conversion' Games Machine licences to date" Sinclair User 
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NOW WITHTWICETHE ACTION, 
TWICETHE FUN,TWICETHE CHALLENGE . 
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The Hi-jack report came from a DC10 leaving Paris for Boston -Arab 
guerillas were in control of flight 102 and had turned the aircraft towards 
Africa.. .The plane lands in hostile territory and the terrorists begin 
their demands... 


or the bulletproof vest, but watch out for 


Operation Thunderbolt the incredible Taito coin-op conversion 
brought NOW to your home computer. 
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20 SOUND 


What does it take to come up with your 
own demo? We ask programmer Ian 
Harling [The Lost Patrol) for his view and 
examine two new packages that will help 
you produce some impressive sound and 
graphic effects. Plus we introduce a major 
new competition offering you the chance to 
produce your own demo and have it shown 
publicly. 

26 READERS’ POLL 


SPECIALS 


FRAMEWORK 


It's that time again. Last month we told you 
what we rate as the best games of 1989 , 
now it's your turn. 


Space Ace—solution 


70 TIPS SPECIAL 

Thirteen may be unlucky for some, but 
that's the number of pages full of tips we 
have for you this month. There's the usual 
helpline and pokes plus invaluable advice 
on playing Bomber , It Came From The 
Desert , Time and Space Ace. 
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18 DEMOS 
56 LETTERS 



Hound Of Shadow— adventures 




Cadaver—previewed 
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CORRECTION 

OK, the first one is our mistake. Dungeon Quest is published by Gainstar and not 
Image Tech, as was stated in last month’s Into The Valley. 

And now for someone else’s foul up. If you’ve brought a copy of System 3’s Myth 
and want to ring the publisher’s helpline, please note that the phone number on the 
packaging was INCORRECTLY printed. Please call 01-866-5692 AND NOT 01-886- 
5692, which is a private number. 


BLACK RAIN IS 


T here’s a scramble going 
on in the software world 
for the rights to ‘Black 
Rain’, Michael Douglas’ 
latest film, which has 
been directed by Ridley 
‘Bladerunner’ Scott. 

Hordes of vicious drug-running 
thugs have taken over Tokyo, and 
an American detective (Douglas) 
has been assigned the job of 
assisting the Japanese Drugs En¬ 
forcement Agency to bring the 
gangland leaders to justice. 

The film, by all accounts, is 


brutally violent. Ridley Scott has 
managed to make the neon-lit 
streets of Tokyo seem sleazy, 
brooding and uncompromising. 
One of the movies’ highlights is 
the fight with the motorcycling 
assassin, which featured on CU’s 
cover in November. 

‘Black Rain’, which is opening 
nationwide this month, could 
make a great arcade game if 
treated properly — and it already 
has two companies in the shape 
of Elite and Entertainment Inter¬ 
national chasing hard for it. 


ON EDO 


he Edge have added to 
their growing string of 
comics licences by ac¬ 
quiring the rights to pub¬ 
lish a number of Asterix 


games. 

Asterix on software has a poor 
track record. His two previous 
incarnations in Melbourne 
House’s Asterix and the Chieftain 
Shield and more recently Coktel 
Vision’s version were rather limp. 
However, The Edge appear de¬ 
lighted that they can now bring 
out their own version. 

The character of Asterix is 
among the most popular in the 
world. 


SUBBUTEO 

IS 

SIGNED 

G oliath Games are coming 
on nicely. Not only do 
they have a very decent 
product in this month’s 
CU (see World Cham¬ 
pionship Boxing Manager, centre 
pages), but they’ve fought off 
fierce competition from the soft¬ 
ware giants to acquire the licens¬ 
ing rights to what is still among 
the five top-selling games in this 
country. 

By all accounts it was a really 
tough battle. ‘Other companies 
may have more financial clout but 
it was Goliath’s record with 
sports simulations, particularly 
Tracksuit Manager, which im¬ 
pressed the owners of the game’, 
we were told. 

Work has already begun on 
Amiga Subbuteo, while copyright 
holders Waddingtons keep a 
close eye on its progress. ‘Every¬ 
thing will be monitored,’ claimed 
our source, ‘but I can tell you 
now that the game will look a 
treat’. 
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T ynesoft are adding to the 
current crop of B-movie 
style computer games by 
developing / was Kidnap¬ 
ped by a Flying Saucer, 
which will be set in the America of 
the 1950s. 

The idea behind the game is 
classic second feature stuff. You 
are pootling along in your 
souped-up Chevrolet when 
there’s a weird light, a weird 
noise and — weird — you’re 
scooped up out of the driver’s 
seat and delivered into the bowels 
of a UFO. 

/ was Kidnapped by a Flying 
Saucer will be a three-section 
arcade game in which you find 
your way to the control centre of 
the space craft, but not before 
you pick up pass keys, weapons 
and so on. 

The game has been program¬ 
med solely in-house, although its 
original concept came from Sub¬ 
way Software in the USA, where, 
by no coincidence whatsoever, 
the best-selling pulp novel at the 
moment has exactly the same 
theme. 


PARIS DAKAR RALLY 


MASTER 


Castle Master, the first joint 
venture between Domark 
and Incentive will be the first 
action adventure to use 3D 
solid polygons, it’s an ideal 
medium for this type of sce¬ 
nario as it gives you a real 
feeling of “being there” and 
living within the game,’ claim 
Incentive’s founder Ian 
Andrews. 

Set in 16th Century Eng¬ 
land, you have to rescue a 
captive princess from a tow¬ 
er in the kingdom — which 
tower, however, you’ll have 
to work out for yourselves. 


SCRAMBLE SPIRITS 


This month’s second 
Grandslam/Sega collabora¬ 
tion is a vertically scrolling 
shoot ’em up featuring World 
War II style aircraft carriers 
and planes, even though the 
game is set in the distant 
future. 

At the time of going to 
press the coin-op had yet to 
be released. Even so, Grand- 
slam are hoping that its for¬ 
tunes will mirror its success 
in the States and that the 
Sega game will pave the way 
for the home computer 
launch in around a month’s 
time. 


It’s not often that we get 
screenshots which feature 
breastfeeding, but that’s ex- 
aclty what we’ve received 
from Coktel Vision, the 
French publishers of the 
game of the 5,OOOm rally 
from the capital of France to 
the Sahara. 

Not only that but Coktel 
has told us that in April 
they’ll be inviting Paris Dakar 
Rally high scorers to the 
capitals of Europe for a play 
off to win a Peugeot 205. 

Meanwhile, Paris Dakar 
Rally the second game 
they’ve released on the 
theme ( African Raider came 
first) will be out before the 
end of the month. 
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rier, you have to blow the 
awesome Dark Harrier to 
kingdom come while you fly 
your way through twelve 
levels of action. 

Once all levels have been 
completed you move on to 
the final conflict. In this 
round you will have to meet 
with all twelve guardians be¬ 
fore the ultimate showdown. 

Space Harrier it, con¬ 
verted by Grandslam Enter¬ 
tainments, also offers a cou¬ 
ple of bonus rounds and 
plenty of opportunity to 
zoom around the planet on a 
souped-up jet board. 


SPACE HARRIER II 
























‘Think of what you get in Falcon and double it 
... brilliant action and a scenario depth that’ll 
leave you gasping in awe; there are 99 
different missions... Retaliator is even better 
than Falcon, and it’s certainly much bigger... 
A brand new, and rather brilliant fighter/ 
bomber simulation.” Zero 94%. 

"Utterly mouth-watering graphics and an 
amazing depth of play... the best flight 
simulation I have ever seen (and there’s 
nothing on the visible horizon that looks set to 
come close). It’s not a simulation, it’s an 
experience... Ocean’s first flight sim in the 
best out!” Zzap 97%. 


“Astounding just to look at, with 
the fastest, smoothest, most 
detailed and realistic 3D graphics 
seen... but it’s the sheer depth 
that makes F29 the best combat/ 
flight simulation I’ve seen. 

The wealth of missions is 
incredible... giving 
^ enormous lasting 

appeal..." 

Bk. C&VG 97%. 
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Cloud Kingdoms has the first 
injection-moulded, eight-way 
rolling, rubber bottomed 
software hero, or so say pub¬ 
lishers Logotron. 

The current wave of cute, 
Japanese games is cited as 
an influence for Cloud King¬ 
doms , which has been cre¬ 
ated by Dene Carter, prog¬ 
rammer of Druid and Enlight - 
ment. 

The game will feature 
thirty-two levels, a wide 
range of collectables and a 
range of pitfalls for the un¬ 
suspecting player. 




Who knows the lengths to 
which games developers will 
go to when dreaming up 
names for D&D style games. 

SSI’s Champions of Krynn 
has characters which include 
the Queen of Takhisis, Ren¬ 
ders and Knight of Solamnia, 
along with one or two people 
culled straight from the 
pages of the Dragonlance 
novels — Tanis, Tasselhoff 
and Caramon. Even the prog¬ 
rammer, Norm Kogel, has a 
funny sounding name. 

And that’s about it, aside 
from the fact that USG think 
that it’ll make a jolly good 
game and that it’ll be out in 
the shops come April. 


Here’s a sneak preview of 
Ubisoft’s soon-to-be- 
released tale of zombies on 
the loose. 

Based loosely on the hor¬ 
ror film The Dawn of the 
Dead’, Zombi sees you land¬ 
ing by helicopter on the roof 
of a hypermarket. Down 
among the produce the nas¬ 
ties are having a monster 
munch, and guess who’s 
next for dinner? 

Add to that the fact that a 
mob of vicious Hell’s Angels 
are on the prowl and it does 
sound like you’ve got your 
hands well and truly over¬ 
flowing. 




When it comes to producing 
add-ons, they’re ever so cun¬ 
ning, these software people. 
You haven’t defeated the vil¬ 
lain in Bloodwych , claim Mir- 
rorsoft, he’s merely been 
‘ejected’ from our world into 
his own — so you finish the 
job with a data disk. 


The Lord of Entropy, the 
nasty in question, has sum¬ 
monsed you to his domain to 
feast on your soul. And aside 
from that you get extra 
spells, recruitable monsters, 
enhanced graphics and 
twenty-five new levels. 
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HUNT FOR RED 
OCTOBER RESURFACES 


randslam’s Mark II ver¬ 
sion of HFRO will be 
substantially different 
from its previous incar¬ 
nation, they promise. It 
will in fact be the-game-of-the- 
film-of-the-game-of-the-best- 
selling novel. 


This time around, Hunt for Red 
October will be based around the 
forthcoming film starring Sean 
Connery, who plays a maverick 
Russian sailor who defects to the 
West. And both Soviet and Amer¬ 
ican officials are looking for his 
missing submarine before (like 


The Spy Who Loved Me) the 
apocalypse begins. 

Paramount’s fHm will be with 
us next September, by which 
time, hopefully the Cold War may 
have thawed out even more. 

Wonder what publishers will 
turn to then? 





W hen the Ed reviewed mounted marauders and knights 
Sega’s Golden Axe last with hideous limbs. One of its 
June he threw down the neatest features is the way in 
gauntlet: ‘With the right which you can topple an enemy 
conversion it’s a sure fire and steal his or her mount, 
hit,’ said the chief. Now Virgin The gameplay of the coin-op is 
Mastertronic have the chance to undoubtably good, as are its 
prove him right because Amiga graphics and soundtrack. With 
GA is under way. the home version due out towards 

The original boasts level after, the middle of the year, we await 
level of fantasy creatures: dragon- its release with baited breath. 
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IT’S 007 
AGAIN 


it content with waiting 
A another two years for 

■ Cubby Broccoli to release 

■ his next flick, Domark 
-L® have announced that 
their Bond game for this summer 
will be The Spy Who Loved Me, 
based on the 1979 vehicle for 
Roger Moore’s eyebrows and a 
great deal of fighting in underwa¬ 
ter craft. 

The portly villain is a chap 
called Stromberg, who lives 
under the Pacific Ocean, and 
steals US and Soviet submarines 
in order to spark off World War 
III. Expect to go to Egypt, the 
Bahamas and, possibly, Scotland 
and to be put in charge of a rocket 
firing Lotus and a Union Jack 
patterned parachute. 


EAGO 

A-SOOTHSAYING 


S ick of the current maga¬ 
zine fad for ‘ turn-of-the- 
decade guides to your 
next ten years? Well 
Electronic Arts are going 
one better by releasing a strategy 
game that allows you to plot out 
your destiny for the next mille- 
nium . . . 

Imperium, apparently, will be 
of the same ilk as Populous and 
Sim City , with the player in the 
role of galactic emperor who 
plans growth of his territories in 
ten year cycles. Every fifty years 
an election will be called, and if 
you're not up to scratch you’ll be 
given the boot. 

But Nick and Mathew, who are 
shown here looking rather air- 
brushed and Greek in the year 
2000, are adamant that the game 
will be no mere clone, and that it 
will have its own identity. 
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Bionicaity reP J 
\ega\ action 


October 


November 2015 League office disbanded, first 
completely cybernetic player 
fielded. Model ST32 gains 382 
yards rushing in its first game, but 
loses an arm in the process. 

' , n „ Thelasthumantoplavthega^ 


bannedtor 


Pau\ l ‘Bubba;^ 

bionic violation 


October 


January 


September 2008 Random bionic testing enforced 
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Atari ST Screenshots 


© 1989 TENGEN INC. All Rights Reserved. ™Tengen Inc. Licensed by Domark Ltd 


Programmed by: Quixel 


Published by DOMARK LTD, Ferry House, 51-57 Lacy Road 
London SW15 1 PR Tel: 01 -780 2224 
Available on: IBM PC, Atari ST, Amiga, Commodore 64 
Cassette & Disk, Amstrad Cassette & Disk, Spectrum -I- 3, 
Spectrum 48/128 
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This looks set to be a game 
with a very neat twist. Grem¬ 
lin Graphic’s Ramrod pre¬ 
sents you with a choice of 
two characters with intoler¬ 
ably low thresholds of bore¬ 
dom. There’s a chirpy, blue 
robot called Rambot or Ram¬ 
rod himself, a bruiser of a 
guy with a natty line in tin 
hats. The idea behind the 
game is to stop your charac¬ 
ter from being bored — quite 
literally — to death by keep¬ 
ing him constantly on the 
move and amused. 

Ramrod combines puzzle 
solving with traditional 
arcade action. You have to 
knock aside or shoot mar¬ 
bles and balls which slow you 
down and bore you. The ease 
of disposal depends upon the 
properties of the balls. Glass 
marbles, for instance, are 
easier to smash than lead, 
steel or iron. But your mis¬ 
siles may rebound off of 
those made from rubber. 

You can collect weapon 
upgrades, CD discs and 
coins. CD discs can be used 
to change the in-game 
soundtrack to keep your 
character occupied. Slip 
some cash into any of the 
four coin-ops on each level 
and Ramrod will rematerial¬ 
ise inside the machine and 




take part in a shoot ’em up 
(there’s a choice of three 
difficulty levels for each 
one). Bonuses can be col¬ 
lected by shooting oppo¬ 
nents. Speed will make your 
missiles faster, ‘Bopper’ will 
make them stronger. 4 Gaunt¬ 
let’ destroys the balls which 
surround you. ‘Guardian’ on 
the other hand unleashes a 
self guiding rocket that 
blitzes all and sundry. In 
addition to that ‘Eight Way’ 
allows you to fire in eight 
different directions. 

Mini-droids, who take the 
drudgery out of life, protect 
you from the more routine 
security devices that scatter 
the map. Being as you are a 
fickle, restless sort of char¬ 
acter there’s always the op¬ 
tion to turn on them, 
although a time limit will be 
set should you decide to do 
this. 

It does seem at times that 
those responsible for Ram¬ 
rod have been watching 
videos of ‘The Prisoner’. Not 
only are you menaced by 
large, bouncing spheres but 
you have to take part in a 
human(oid) size game of live 
chess. 


As the game approaches 
completion Gremlin are de¬ 
termined to pack in as much 
detail as possible. The world 
consists of various terrains 
to negotiate. Fall over four- 
and-a-half foot and you’ll be 
stunned, over six foot and 
you’ll be dead. There’ll be 
various Blow holes to 
cushion your fall and teleport 
discs and tubes to get you 
round from A to B. 

Four levels will make up 
the finished version. Level 
one will be the Hi-tec level 
and will feature a villain cal¬ 
led ‘The Juggler’; level two 
will be the Lo-tec level with 
machinery and objects from 
the industrial revolution. 
Level three, the Aztec level, 
will house a sacrificial altar, 
the temple of the bird god, 
Quetzacoati, plus the ‘Char¬ 
iot of the Gods’ landing strip, 
the mysterious lines of Naz- 
ca. Finally the fourth level, 
Fantastec, will feature ran¬ 
domly generated hazards. 

With so much going on 
how could Ramrod — or 
more to the point you — 
possibly get bored? All will 
be revealed, no doubt, in a 
none-too-distant issue of CU. 
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HEAD 


Glyn Williams may not be the 
most famous programmer in 
the world, but Warhead 
might just put him up there. 
Best known for his work in 
vector graphics, he was the 
author of games such as 
Cholo and the 64 conversion 
of Starglider. Glyn has now 
put his hand to creating a 
convincing space-flight com¬ 
bat simulation on the Amiga, 
where everything moves and 
acts realistically. 

Warhead is both a simple 
and a complex product. On 
the simple side, what you 
have is a sort of Star Com¬ 
mand turned 3D. You are 
given a series of missions to 
complete, each one tougher 
than the previous. Most in¬ 
volve leaving the space sta¬ 
tion, travelling to the 




ordered co-ordinates and 
then carrying out the specific 
task, usually killing any 
enemy found there. Take a 
closer look, and the game 
gets a lot deeper. There are 
forty missions, and if you 
follow them carefully, you 
find that there is a very sub¬ 
tle plot following through 
them all, leading off into lots 
of little, even subtler sub¬ 
plots involving little insectoid 
aliens. Warhead is very im¬ 
pressively designed, and 
occasionally very funny. 

So what of the game itself? 
Technically Glyn came up 
with an interesting idea of 


using the Amiga ROM chips 
within the program, and then 
ignoring them, wiping the 
operating system clean upon 
loading and just using his 
own. With this kind of sys¬ 
tem, Glyn has been able to 
fill all 512K with code, and 
not worry about Kickstart 
taking up any unwanted 
memory. 

Graphically, it’s impress¬ 
ive, to say the least. The 
amount of detail that has 
gone into making the game 
look as realistic as possible 
is amazing. For a start it has 
a realistic, moving starfield. 
It moves very, very, very 


slowly, if at all. Not like all 
these other games where 
stars fly past you at an in¬ 
ordinate speed. You can 
overlay simulated movement 
reference dots, if you wish, 
just to let you know if you’re 
moving and in which direc¬ 
tion. Also, space is totally 
frictionless, so control is 
true point and thrust. You 
don’t slow down and you de¬ 



finitely don’t stop unless you 
stop yourself. This rule ap¬ 
plies to all other craft in the 
game, including missiles, 
and it’s quite interesting to 
see a missile turn on its axis 
and then fire its engines to 
change course. 

Of course as you progress 
through the game, you can 
get bigger and better 
weapons and bigger and bad- 
der adversaries. As you en¬ 
counter these enemies and 
weapons, all data is stored in 
your laptop computer, one of 
the game’s more attractive 
graphical features, along 
with things like 3-dimen- 
sional maps of the galaxy and 
solar systems. 

There is a lot more to War¬ 
head , far too much to go in to 
here. Watch out for a full 
review next month. 
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Everyone connected with the 
Bitmap’s first foray into the 
realms of the arcade adven¬ 
ture is quietly confident that 
they’ll have something of a 
success on their hands. 

When it finally sits on the 
softshop’s shelves, Cadaver 
will be the result of around 
eight months of painstaking 
work, four months of which 
has revolved around the 
creation of their custom- 
made Mapmaker package. 

Loosely based in a mediev¬ 
al setting of swords ’n’ sor¬ 
cery, the game depicts you 
as a knight cum detective 
who is pursued through a 
castle by a murderer. On two 


v ^ * +* 


« * 

° 

a 

if! \ tj 

P4440ft!$ 

nfc ^ \ * * ** / s. fc:i! 

f f «&> $ $ 

\ /it * 

Mil 




disks, it will have around six 
levels and between fifty to 
eighty rooms per level and 
there’s thirty-two colour sec¬ 
tions in prospect. 

‘We’re using an isometric 
viewpoint with all of the 
events being confined to 
medium sized rooms,’ ex¬ 
plained Steve Kelly. ‘The 
problem with using isometry 
is that it can be wasteful of 
space and memory; we’ve 
got a lot of large figures, 
objects and events to be trig¬ 
gered within a confined area; 
our biggest headache has 
been with sprite detection, 
but now we’re sure we’ve 
got that licked — party, 
we’ve saved on memory by 
composing the characters 
out of many smaller sprites.’ 

All of these elements have 
been created using Bitmap’s 
Mapmaker and will be oper¬ 
ated by an icon-led code 
which Steve has developed 
for the game. The code itself 
has been designed to keep 
gameplay moving swiftly: 
each time that an ‘event’ is 
triggered or an object mater¬ 
ialises you are given the 
choice to PICK UP, PULL, or 
EXAMINE; if you choose the 
latter you have the option to 
draw down a scroll of parch¬ 
ment with a hint for the 
appropriate object on it. 

A composer for the game 
has still to be signed, 
although Dave Whittaker is 
said to be in the running. ‘It 
certainly won’t be Bomb the 
Bass, ‘although we’ve de¬ 
veloped a good relationship 
with Rhythm King and de¬ 


finitely haven’t ruled out 
working with them in future’ 
says Steve. 

Mike Montgomery will be 
putting the finishing touches 
to the Amiga version. Mean¬ 
while, freelance artists, 
Robin Chapman (Galdragon’s 
Domain) and Dan Mallone 
(Barbarian ) have been pour¬ 
ing over the ‘Dungeon’s and 
Dragon’s Monster Manual’ 
and other references for 
their input into the project. 
Books of medieval 
architecture and weapons 
and armour have apparently 
all come in useful. 

Eight months is a long, but 
by no means unusual, length 
of time to take developing a 
game. However, the idea for 
Cadaver has been floating 
around for nearly three 
years. ‘We wanted it to be 
amongst our first projects,’ 
explained Steve, ‘but we 
simply couldn’t raise the fi¬ 
nance, and although our next 
game will be a return to our 
more familiar arcade terri¬ 
tory, it’s nice to do this as a 
change.’ 

‘It’s hard to be objective 
about your own work and I’m 
wary of blowing my own 
trumpet,’ he continued, ‘but I 
feel we’ve got a reputation 
for good gameplay and we’re 
determined that Cadaver 
won’t let us down in that 
respect and we’re lucky that 
in Robin and Dan there are 
two people who have a back¬ 
ground in games in the 
period in which Cadaver is 
set. All in all I’m hopeful.’ 
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Welcome to the first demos’ spread of 1990. 
Thanks to all those that sent in their demos, 
particularly THR for their CU logo (see below), 
stalwarts Seventeen Bit, and Virus Free PD. On 
the following pages there’s a feature on demo 
writing and on page 23 news of a major demo 
competition open to individuals and groups alike. 
As ever you can send your wares to CU Demos, 
30-32 Farringdon Lane, London EC1R 3A 


GRAPHIC DEMO: A selection of shots from Hardcrack's latest multi 
demo, which includes ALF, Roger Rabbit and the usual wipes, 
fades, smears and sonics. 
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PUMP UP THE JAM: A tailored intro 
screen to THR’s latest music demo 
is enough to stroke our egos and 
get them on the demo page. 




INNARDS: Two shots from a megademo by German group Starline which includes some neat pics, especially the fast scrolling one on the right, a 
combination of circuit board, keys and balls. Listen out too for the excellent tune ‘Robot City’ which features some neat samples. 


TROPICAL NIGHTS: A French demo with a restrained, atmospheric tune and a little mole which keeps popping up. Pity about the juvenile scrolly. 





































J ust because you’re not 
inside the hacking 
network doesn’t mean 
you’re a lamer whatever they 
say on the circuit. You can 
create your own demos with 
the minimum of knowledge 
and financial outlay. The key 
isn’t how good a programmer 
you necessarily are, but how 
you implement your ideas. An 
interesting selection of subject 
matter, even stills can have 
more impact than yet another 
scrolling message — no 
matter how fast it whizzes 
past. 

The key is imagination. 
Using digitised pictures or 
animation packages freely 
available on the market for 
less than a hundred pounds 
you can put together some 
impressive demos. 

Think back over all the best 
games you’ve ever played. 

Did you notice that while any 
particular game might not 



have had the best ever 
gameplay, all of its sum parts 
fitted together smoothly and, 
most of all, it was entertaining. 

Entertainment and 
presentation. The two key 
words. One is rarely any good 
without the other; and be 
certain that any product 
missing both will be a major 
turkey. 

Most people have seen the 
‘Juggler’ demo and been 
impressed by the quality of its 
ray-traced animation. But 
now, hands up all those who 
have seen the Star Wars 
‘Walker’ demo and watched it, 
mouth agape, time after time? 
It’s so well presented and 
entertaining it’s almost a film 
in its own right. You can just 
stand back and watch it run. 

Presentation is about the 
feel of the thing. How it hangs 
together. For example: if 
you’ve a great piece of 
animation but the guy who’s 


doing the coding can’t get rid 
of that little splodge at the 
bottom of the screen — don’t 
put your demo out! 

No matter how many times 
you tell yourself that people 
won’t notice (or even worse, 
that‘It’ll do’), they will and it 
won’t. 

Presentation is also the art 
of subtle embellishment. 
Instead of a fade from your 
loading screen, how about 
using a fancy ‘wipe’? Has your 
demo actually got a loading 
screen or are you just using 
that pretty blue ‘Cli’ display? 

Animated pointers, custom 
icons, all help to give a 
pleasing effect to your work. 
Even the most striking demo 
may not shine through poor 
presentation. 

Simple ‘Copper’ effects and 
scrolling messages can now 
be done with the minimum of 
outlay and skill using P. D. 
utilities. Or if your artwork isn’t 


up to scratch, a number of 
companies now pffer to 
digitise your favourite 
photographs very cheaply. But 
of course the best demos may 
come when rendering your 
own animation with programs 
such as Fantavision, Aegis 

Mute 101’s Freddy ’s Nightmare 





















More Deluxe and (inset) B.M. s Nightmare 


You don’t have to be a programming genius to turn out some impressive 
routines on the Amiga. CU asked graphics artist Ian Harding, the man 
behind The Lost Patrol, to impart some of his knowledge on what makes a 
good demo. Phil South also reviews two new packages which make the job 
much easier, DeluxeVideo III and Microdeal’s Master Sound. There’s also 
news over of a major competition worth over a thousand pounds in prizes. 


Animator or Sculpt 3D. 

One of the most important 
things you have to decide 
upon is how to alot the 
colours. One of my next 
games, B. M. ’s Nightmare has 
presented me with a classic 
dilemma in that respect. As a 
rule of thumb, If I’m working in 
thirty-two colours I’d give the 
first seven colours to the main 
characters, divide the 
following eight between the 
nasties and devote the 
remainder to the 
backgrounds. Of course, with 
sixteen colours you’re even 
more limited, and the usual 



breakdown would be eight 
colours for all characters and 
the remaining eight for the 
backgrounds. It’s an easy 
point to make but one that’s 
far too often overlooked by 
beginners. 

The other thing I’d say is 
avoid anything that looks like a 
cliche. The idea behind B. 

M. ’s Nightmare is that a 
stuffed toy is having a dream 
about being terrorised by tin 
soldiers. Draw upon anything 
around you that inspires you 
— but don’t go drawing 
endless numbers of dragons 
and caverns. 

Let’s look at just two 
examples, good and bad, from 
a random batch of fourteen 
demos. 

The worst sort is the scrolly 
message demo. A headline 
moves around the screen in a 
figure of eight beneath a 
scrolling message. No matter 
how smooth it looks it’s still 
interminably boring. 

A better example is Mute 
101’s ‘Freddy’s Nightmare’. A 
great picture of Freddy 
overlaid with swirling mutilated 
heads. Complemented by 
high quality speech samples 
from the ‘Nightmare’ series 


and a good rendition of the 
theme tune. 

Though ‘Freddy’ was the 
most pleasing of a small 
selection, there was still room 
for improvement. Suppose the 
sprites had been animated 
(with just one extra frame) to 
mouth the melody line? And 
that drop of blood on Freddy’s 
finger: what if it dripped every 
now and again? 

Just a little more thought 
about presentation and 
entertainment could turn your 
demo into a classic. 

MASTER SOUND 
Microdeal Price £39.95 

One of the really neat features 
about the Amiga is that for uses 
like digitising sound you only need 
a little box that costs a few quid. 

You might think that all 
samplers are pretty much the 
same by now, but you’d be wrong. 
Master Sound is cheap (a whisker 
under £40), and not only that it 
actually has a rudimentary 
sequencer built in. Plus you can 
make your own simple ‘bootable’ 
music and picture demos using 
the sequencer, which isn’t a 
feature in other similar packages. 
Something like the AMAS or the 


Pro Sound Sampler with Pro MIDI 
are both excellent, high quality 
feature packed packages, but 
they are aimed squarely at the 
music expert, with prices and 
specifications to match. What the 
Master Sound does is bring good 
quality sampling to the guy in the 
street, in an unfussy clearly laid 
out program with no bugs, one bell 
and one whistle. 

Master Sound is a sampler for 
Amiga users, not musicians. It 
doesn’t do stereo sampling, but as 
it happens I haven’t found a use 
for that yet anyway, so no great 
loss, eh? The manual is good, 
although too brief, but it does find 
time for some excellent tips on 
getting the best out of samplers. 
When it comes down to it, you 
can’t argue with this for price and 
quality. Phil South 


DELUXE VIDEO III 
Electronic Arts 
Price: £90 

One of the most eagerly awaited 
visual packages for the Amiga is 
Deluxe Video III. 

The first version of Deluxe 
Video was one of the very first 
DeskTop Video products available 
and certainly one of the first to 
really fire interest in the Amiga. 

But it was slow, jerky and only half 
useful, due to being only NTSC 
and having a grey border around 
the screen at all times. Version 
two fixed those problems and 
sped it up a bit. This new package 
is fast enough to be useful 
(especially if you run a faster 
processor) and runs in all Amiga 
resolutions. 

Deluxe Video III has a built-in 
ability to run SMUS scores from 
the likes of Instant Music and 
Deluxe Music, plus the ability to 
play scores on external 
synthesisers via MIDI. You can 
also trigger events using mouse 
clicks, meaning you can create 
exciting presentations or menu 
driven slideshows easily and 
simply. 

The way you create the 
animations hasn’t changed 
radically. You still use the mouse 
driven scripts instead of the 
tedious text driven style popular 
with other ‘powerful’ packages. 

So you can create menus which 
prompt the user to ‘click here’ to 
load a picture, ANIM animation or 
even a tune on the internal or 
external instruments. The new 
system is fast, simple and 
effective, and comes complete 
with the usual extensive manual 
and two disks of demos to 
demonstrate the possibilities. 
Excellent value. Phil South 
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NOW! AVAILABLE 
FOR... 

COMMODORE 
AMIGA £19.99 


mis'sion (mish'n) n. sending or being sent on some service, 
miss'ile (-il, -il) n. that which may be thrown or shot to do damage. 
carA7. a wheeled vehicle; motor-car. 

en'emy n. hostile person; opponent; armed foe; hostile force. 

scum n. froth or other floating matter a liquid; waste part of anything; vile 

person or thing; riff-raff. . 

rock'et n. firework or stick that can be shot up in the air by igniting it s contents; 
automatically fired aid controlled weapon, armed and remote object, 
fu'el n. (fu-) n. material for burning. 

mer'cenary (-S-) a. hired; working simply for reward. - n. hired soldier, 
arm'our, (us arm'or) n. defensive covering or dress; plating of warslips, 
taskforces. 

choose v.t. pickout, select; take preference, 
weap'on (wep'n)A7. implement to fight with, 
carg'o n. vehicle's load, it's freight, 
reward' v.t. pay, make return, for service, conduct etc. 

£lite (—a-l—et') /?. choice or select body; purvayor of video games; videogames 
that will get better and better as time passes. 

OVERLANDER n. wicked 21st centuiy video game where mercenary 
completes mission by delivering cargo in a car for reward and uses reward 
from successful missions to choose fuel or armour and weapons including 
rockets and missiles to improve his car so that he can defeat scum in further 
mnrp trparhprnilfi missions. 


Elite Systems Ltd. Anchor House, Anchor Road, Aldridge, Walsall, West Midlands WS9 8PW, England. Consumer Hot Line: (0922) 743408 














































Y ou’ve seen the standard of some of the stuff in our demos section, and read this month’s feature. This month we’re 
introducing a major competition to CU. The prize is a video recorder and camera for the winner, and the chance to 
have your work seen by thousands, possibly even on TV. 

In conjunction with Electronic Arts we’re running a competition to find the best demo/routine. Using any number of 
packages like DPaint, Deluxe Video Sound Master, Sculpt 4D we want you to put together a short for the Amiga. How 
you do it is up to you, you can use sound, animation, digitised pictures, programmed effects. You can submit your work 
on disk or videotape. Whatever format you choose we’d like a short explanation on how you did it. 


The winner will be selected by a panel of judges composed of CU staff and EA personnel. The top entries will all be 
displayed at this year’s ECES Show (formerly the PC Show) at Earl’s Court, the runners-up will receive copies of 
Deluxe Video or DPaintlll. 


The competition runs from now until 3 September and we’ll be publishing updates and voting forms each month until 
then, with news and pictures of current front runners. 






m 



THE RULES 

1) All work is yours or that of your group. 

2) All submissions must include an entry form. 

3) All submissions must include a pause mode. 

4) The judges’ decision is final. 

5) Entries should be produce^ using a megabyte or less 
(A500 plus V 2 meg expansion). 

Please enclose a brief explanation of how you put it together. 

Send your entries to CU, Demo Competition, Priory Court, 30-32 
Farringdon Lane, London EC12 3AU. 


PENTRY FORM: DEMO COMPO 

| Name:. 

I Address:. 


Telephone:.Age:. 
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THE STRATEGY GAME 




OF THE DECADE ARRIVES 


accuracy. You control 32 
personalities, each with different 
qualities, skills and complex 
personal relationships. Enemy 
movements can be tracked, and 
battle plans made, using the 
incredibly detailed on-screen 
map. 

In your bid to defend the life¬ 
supporting heat mines, you can 
ski, hang-glide, travel by snow 
buggy or cable car, snipe and 
sabotage the enemy. There is 
no easy way to win, but the' 
game’s unique depth and 
absorbing complexity will keep 
you trying until you do. 

The deep Midwinter is upon us. 
Be prepared for a long and 
exciting battle against its 
elements. 


Compelling action and strategy 
take place across a spectacular 
3D fractal generated landscape 
with its stunning geographical 


As a new Ice Age dawns in 
Rain bird’s gigantic new classic, 
strategy gaming also enters a 
new era. For Midwinter is a 
genuinely original concept that 
launches revolutionary 
techniques onto the home 
computer screen. 


The scenario is convincingly 
realistic as a new Ice Age grips 
the world. Together with a small 
group of pioneers you have 
colonized the Midwinter Isle, a 
160,000 square mile land mass 
now under threat from invaders 
intent on seizing your sanctuary. 



























L—ast month we told you about the games 
we gave the heaviest booting to this year. 
Now it’s your turn. 


We want to know your choice for the best games of 1989. Just fill in the following 
categories and send them off to us at CU. Your votes are crucial in deciding who wins 
the famous Golden Joysticks — the only awards given to the software industry that are 
actually chosen by the people who have to buy and play their games. Your votes will be 
counted along with those of C&VG, Ace, The One and Sinclair User and combined to 
make the biggest reader’s poll in the gaming world. The software industry waits with 

baited breath. 

Add to that the fact we’re offering a hundred pounds of software 
to the first three names out of the ballot box and this is a poll you 
just have to respond to. Either tear the page out of the magazine, 
or copy out the categories and send them in to Reader’s Poll, CU, 
Priory Court, 30-32 Farringdon Lane, London EC1R 3AU. The 
closing date is February 28th so get scribbling. Vote now, and 
change the course of software history, or something... 
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SIXTY-FOUR 


BEST COIN OP CONVERSION . 
Runner Up 

BEST SOFTWARE HOUSE 
Runner Up 

BEST ARCADE CONVERSION . 
Runner Up 

BEST SIMULATION 
Runner Up 

BEST ADVENTURE 
Runner Up 

BEST GRAPHICS 
Runner Up 

BEST SOUND 
Runner Up 

BEST STRATEGY GAME 
Runner Up 

PROGRAMMER/PROGRAMMING 
TEAM OF THE YEAR 
Runner Up 

GAME OF THE YEAR 
Runner Up 

BEST ORIGINAL GAME 
Runner Up 

BEST COIN-OP (ARCADE) 
Runner Up 

BEST ROLE PLAYING GAME 
Runner Up 

BEST PACKAGING 

BEST TV PROGRAMME 

BEST LP 

BEST FILM 

BEST VIDEO 


CU • READERS' POLL • 1989 












































































here’s gold to be 
made from mad¬ 
cap ideas and 
Michael Sutin 
from Fissionchip 
Software has a history of doing 
precisely that — from co-inventing 
a popular, stuffed toy called the 
Gonk to patenting a mechanical 
aid to meditation some fifteen 
years before the advent of today’s 
synchro-energisers. Nowadays, 

Entering Atlantis. 


























though, his business lies in games 
— and making his crust by pro¬ 
ducing playful and imaginative 
software, such as The Kristal. 

Like its predecessor Aquanaut 
has a distinctive pulp science fic¬ 
tion feel to it. This time round the 
hero of the piece is a scuba diving 
secret agent called Ric Flair, who 
is sent on a mission to thwart 
renegade Ramanishi, monsters 
from another world who are living 
at the bottom of a globally warmed 
ocean. To be sure, much of the 
game is little more than a sixth 
form wheeze — even so, it’s three 
notches up from your average 
home computer hokum, and a 
great deal of it’s fun, such as the 
way the chief nasty is given a 
name, a name which sounds like 
Zebedee from The Magic Round¬ 
about (or is it Kiki the frog from 
Hector’s House?). 

Aquanaut is a three-section, 
four-way vertical and horizontal 
scroller which progresses from a 
pure shoot ’em up to a puzzle 
game in the second and third 
sections. 

The first part sets you against 
mutant sharks, men-of-war jelly 
fish and swordfish while you re¬ 
plenish your breathable gas sup¬ 
plies and kit yourself out for battle. 
The sharks in particular are 
beautifully animated as they circle 
you. They’re slow moving enough 


into an underwater labyrinth. Oh, 
and don’t forget to kiss the mer¬ 
maid ... 

Be warned, getting to the exit in 
this winding, twisting second sec¬ 
tion is certainly no doddle. Each 
object or nasty has to be dealt with 
separately. My favourite are the 
vampiric oxygen suckers who you 
combat with garlic gas. 

Once you’re in the final section 
you can dispense with the need 
for oxygen. You fight your way 
Zeekee’s a bug-eyed monster. 


AMIGA 


tal perfectly married its many in¬ 
ventive touches, strip away the 
gags in Aquanaut and you’re left 
with the sort of shoot ’em up that’s 
been far better done by others. I 
wish, too, that there were some 
linguistic clues as to the use of the 
objects. I mean, how the hell are 
you supposed to know what to do 
with a Noshi Cube? Still, that’s the 
sort of criticism I’d level at many of 
the D&D-style games, and no 
doubt to many that’s a minor 





Down in the armoury 


to pick off easily from a distance, 
but get too close to a school and 
you’ve precious little room in 
which to manoeuvre. Find your 
way to the end of this level, blow 
up the Ramanishi ship, and the 
sea bed will open up sucking you 
via an immensely pretty whirlpool 


Robocop-style through Atlantis, 
but the aim is pretty standard stuff: 
release four hostages and find the 
four pieces of the key which will 
open the door to Zeekee’s bunker. 

I had the most problems with 
this section. Whereas the 
adventure-style mode of The Kris- 


GRAPHICS 90% 
SOUND 67% 
PLAYABILITY 80% 
LASTABILITY 84% 


point. 

On the plus side, there’s more 
than enough in the way of idiosyn- 
cracy —- bizarre-looking sprites 
and unusual puzzles — for many 
hours of satisfying gameplay. The 
game looks lovely, too. The only 
thing which really lets it down is its 
rather mundane soundtrack. A 
good Buck Rodgers-style in-game 
tune would have helped things 
considerably. 

Fissionchip’s next outing, which 
has the working title of Carruthers, 
will be more like The Kristal in 
terms of gameplay; but for their 
first foray into pure arcade action 
chief fryer Sutin and his accom¬ 
plished band of programmers and 
artists really have made a very 
good stab. 

Steve James 
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t’s hardly even 
amusing to see a 
game claiming to 
have a sharp 
contemporary 
edge and then subsequently dis¬ 
covering that it’s about as politi¬ 
cally informed as Noddy. 

Fire reckons that it puts you into 
a world of drug busting, hostage 
rescuing, and boat people. In fact 
it turns out that the A-Team is 
more realistic. 

At least you can laugh at the 



manual. How would you like to 
‘destroy terrorist aviation and chi- 
mic manufactories of a warlike 
country in the NearEast’? Me 
neither — Southend may be ugly 
but it doesn’t deserve to have its 
airport nuked. 

Gamewise, Fire’s nothing spe¬ 
cial. It’s a left and right horizontal 
scroller, with a passing resembl¬ 
ance to Star Ray — you fly a 
helicopter and you have to kill 
almost everything on screen. Fly 
five different missions, each set in 
an equally ‘political’ dodgy area, 
and it’s split into two parts. The 
first part has you wiping out the 
heart of the problem. For exam¬ 
ple, in the Drugs!!! mission you 
have to destroy all the plantations 
but leave the villages and hot air 
balloons intact. In the second 
stage you have to fight a big 
nasty, in this case an armoured 
train carrying illegal drug supplies. 

Graphically the game is nice. 
It’s fast and colourful and some of 



Shades of Star Ray in this Euro release. 


the sprites are arcade quality. 
There’s five level parallax scroll¬ 
ing, as well as a bit of vertical 
scrolling, just to add a bit of height 
to the play area. The sound isn’t 
too bad either, with a soundtrack 
that — a little predictably for a 
European product — uses a sam¬ 
ple of the word ‘Fire’ repeated in 
various pitches and tones. 


It’s fun — I won’t deny that — 
but it is a little repetitive. 

Tony Dillon 
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POWERBOAT USA: OFFSHORE 
SUPERBOAT RACING puts you 
at the helm of 4 nautical 
thoroughbreds as you 
compete on a circuit of 
realistic three-dimensional 
courses. A fast fleet of 
4 computer skippers stands 
between you and the most 
prestigious title in all of 


powerboat racing. Buckle 
your life vest, it’s going to be 
a bumpy ride. 

accoladz 

Accolade Europe Ltd., The Lombard Business Centre, 
50 Lombard Road, LONDON SW11 3SU. 

Telephone 01-738-1391. 


Release Dates: 

IBM PC-February -£ 24.99 
Atari ST - March - £ 24.99 
CBM 64/128 Cassette - 
February - £ 9.99 
CBM 64/128 Disk - 
February - £ 16.99 

Screen shots from fBM and CBM disk 
versions. 










































































et again only one 
person has the 
courage to save 
civilisation, and 
this time it’s 
Black Tiger. The job: to battle 
Satan’s little devils and three evil 
dragons, while rescuing little white 
bearded mandarin type chappies 
who appear to have been turned 
to stone. 

Our diminuitive hero starts his 
adventure at the entrance of a 
great cavern. Naturally he’s heavi¬ 
ly armed and there’s no turning 
back. The first enemy nasty 
approaches. A few quick jabs on 



the fire button unleashes a large 
mace and a volley of daggers- 
... no more Mr Bad Guy. I fol¬ 
lowed that up with a graceful leap 
from platform to platform and 
failed the jump three times. Even¬ 
tually I made it past without know¬ 
ing whether to blame the joystick 
or the game. After the next leap I 
realised it was the jumps that were 
going to take getting used to. 

When a bad guy is creamed he 
leaves a coin behind him, which 
can be spent later on in the shops. 
The shops are cleverly disguised 
as the aforementioned stone 
geezers. Running into one will 


either result in some cash being 
dropped or you paying a visit to 
the shop. Inside your cash can be 
spent on extra armour, keys, Coke 
(the drink), and increased weapon 
power. Buying keys and coke isn’t 
too important as they tend to crop 
up frequently through the levels. 

The character graphics move 
with some ease, and they look 
even better when they’re not mov¬ 
ing. Once you start running about 
the scrolling starts to go to pot. 
Smooth is a word I would not use 
about Black Tiger. 

The action arrives in over-the- 
top spasms. For a while nothing 
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happens, then hordes of critters 
arrive out of nowhere and help 
create a confused mess in one 
part of the screen. Now and then 
some rather emaciated birds hov¬ 
er overhead adding yet another 
irritant. 

One of Black Tiger’s major fail¬ 
ings is the lack of action and 
smoothness in the gameplay. This 
is always one of the problems in 
arcade conversions. Whilst this 
was overcome in games like Strict¬ 
er and Forgotten Worlds, Black 
Tiger falters quite badly with a 
complete mismatch of speed and 
action. 



This is not one of the outstand¬ 
ing conversions of all time, espe¬ 
cially when you compare it to 
some of the competition which 


SOUND 78% 
GRAPHICS 73% 
PLAYABILITY 74% 
LASTABILITY 73% 


appeared pre-Christmas, particu¬ 
larly Ghouls ’n’ Ghosts to which it 
is closest in character. Pretty 
average in all respects. 

Mark Patterson 
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REPLAY Mk VI 


FOR CBM64/128 


IS HEI 


THE ACTION REPLAY 
MK VI WILL LOAD 
A 200 BLOCK 
PROGRAM 
IN UNDER 6 
SECONDS' 


0 . „ -\'1m 







Halel T.leiHimli-s neithei roudoiios 01 authorises lhr use >>l it s prodm is loi 
the reproduction of eopvnt'.ht material 
The back up laellities ol this product are designed to reproduce only 


V///// THE MOST POWERFUL, FRIENDLY AND FEATURE PACKED *j 
yVVVV/ UTILITY CARTRIDGE EVER CONCEIVED! ^ 
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1351 Mouse is a high resolution two button mouse featuring optical 
counting, teflon guides, microswitches, rubber coated ball and high 
quality interface. 

When combined with OCP Advanced Art Studio this graphics package 
is quite simply the best system available. The features are 
unmatched... 

Create an image - shrink it, expand 1« PuUdown/Icon driven menus for V Pixel edit, font editor, flip, invert, 

it, move it, rotate it, copy it, ” ease of use. V rotate, solid or textured fill and 

colour it etc., etc. V Mouse operation, plus joystick and professional manual make the 

” keyboard control. Advanced Art Studio simply the 


COMMODORE 

1351 MOUSE 


COMPLETE 

WITH 


^ 1351 


ADVANCED 
AP T STUDIO 


TM 


Create an image - shrink it, 
it, move it, rotate it, copy it, 
colour it etc., etc. 

X Spray patterns or shades, make 
V elastic lines - stretch and 
manipulate shapes. 


ONLY 

£ 34.99 


TOTAL PACKAGE 
INCLUDES 1351 MOUSE/ 
MOUSE MAT/HOLDER 
AND OCP ADVANCED 
ART STUDIO 


* 


16 pens, 8 sprays, 16 brushes - 
flexible anyone can create supeib 
graphics easily. 

Full cut and paste facilities plus 
excellent printer support. 


best graphics package 


Zoom in to add detail in fine mode. 


MOUSE MAT AND 
MOUSE HOLDER 

(WORTH Cl 2.99) 
WITH EACH PACKAGE 


ALSO GEOS 
COMPATIBLE 


ONLY WHILE STOCKS LAST 


A TOTAL 

GRAPHICS 

PACKAGE 


The 1351 Mouse has two selectable 
modes - Mouse or Joystick mode 
for maximum compatibility. 

^ Even works with the Best Selling 
GEOS utilities. 

^ Superb quality. 

r 


SAVE 

£40 


W 

If#' *NOR 

0 RRP ( 


•NORMAL 
RRP OVER 
£75.00 

NO OTHER GRAPHICS PACKAGE CAN OFFER SO MUCH AT 
SUCH A PRICE!! 

OCP ADVANCED ART STUDIO ALONE NORMALLY RETAILS 
FOR £25.00!! THE MOUSE HAS A NORMAL PRICE OF 
£30.00!! NOW YOU CAN BUY BOTH FOR ONLY £34.99 
AND GET A MOUSE MAT AND HOLDER (WORTH £12.99) 
ABSOLUTELY FREE!! 

WE HAVE LIMITED NUMBERS OF THESE PACKS - SO BUY 
NOW!! 


WHAT THE MAGAZINES HAD TO SAY... 


HOW TO ORDER ... 

BY PHONE 

BY POST 

FAX 

0782 744292 

E3 mSmm 

0782 744707 

24hr Credit 

Card Line 

S 

Send cheques/POs made 
payable to 
"Datel Electronics" 

UK ORDERS POST FREE 
EUROPE ADD £1 
OVERSEAS ADD £3 

PRICES AND SPECIFICATIONS CORRECT AT TIME OF PRESS 

AND SUBJECT TO CHANGE WITHOUT NOTICE 

CALLERS WELCOME - Please reserve goods by telephone prior to visit. 


COMMODORE 

COMPUTING 


CLASSIC 


_I C.C.I. 

"BEST GRAPHIC 
PRODUCT OF THE 
YEAR" 


W 


PICK 


OF 


THE 


WEEK 


DATEL ELECTRONICS LTD., FENTON INDUSTRIAL ESTATE 
GOVAN ROAD, FENTON, STOKE-ON-TRENT, ENGLAND. 


SALES ONLY 
0782 744707 


TECHNICAL ONLY 
0782 744324 


COM 4 

































































"As the disk loaded, I felt drawn into different 
reality, an alternative world where I assumed 
the identity of another" 
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The (Vliddle Eas>t Political Simulation 
IBM PC • COMING SOON - Amiga • Atari ST 

The- Middle East Today is as unstable and dangerous 
as at anytime since the Crusades. The superpowers 
encourage their 'fighting cocks' and try out military 
gadgets in the best of conditions. It is the potential 
cradle of World War III. CONFLICT puts you in a 
world where military and economic forces combine 



t.o simulate the multiple pressures that a national 
leader is under in a modern nation state. Your aim: 
to force the collapse of all four neighbouring 
governments. A frightening and highly realistic 
wargame. 


HUNTER KILLER 
Amiga • Atari ST 

Experience the reality of commanding an American 
WWII combat submarine in the South Pacific. 
Masterthe controls of your vessel, then embark on 
a series of missions - from 'search and destroy' 
sorties to detailed escort duties modelled on real 
WWII campaigns. With eleven different submarines, 
fourteen separate missions to attempt, at a range 
of difficulty levels as well as practise patrols that 
take place during the day or at night, HUNTER 
KILLER has a host of features that outclass any 
other submarine simulation. 


ORI/V\B1_OOD 

Amiga • Atari ST 

Place yourself deep within the walls of Castle 
Grimblood, here lurks a murderer, who is preying 
on those who live by and keep the rituals. You as 
the young Earl, Maximus, must uncover the terrible 
secret in order that he can unlock the chains of 
timeless obedience to the rituals of the castle and 
gain his freedom. If you fail you are certain to fall 
victim yourself to the stalking assassins knife... 
A gothic whodunnit, written by Mike Singleton, 
featuring digitised sound and graphics and 
promising a different game every load! 



yZj 
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MASTERTRON/C N11V f 

Virgin Mastertonic Ltd • 2-4 Vernon Yard • 119 
Portobello Rd • London Wll 2DX • 01-727 8070 



Screenshots may be taken.from a different version. 





















































COMPUTERS 


COMMODORE 64C LIGHT FANTASTIC PACK.£ 149.95 

ALSO AVAILABLE LIGHT FANTASTIC C64C 

UPGRADE & SOFTWARE.£39.95 

COMMODORE AMIGA A500 BATMAN PACK 
PLUS MICROSNIPS VALUE PACK.£399 


MONITORS & LEADS 


PHILIPS 8833 MEDIUM RES COLOUR/STEREO 

(including lead).£259.95 

COMMODORE 1084 COLOUR MONITOR 

(including leads).£239.00 

PHILIPS COMMODORE MONO MONITOR.£79.95 

CBM TO MONO MONITOR LEAD.£5.49 

AMIGA TO SCART/21 PIN EURO CONNECTOR.£13.95 

AMIGA TO FERGUSON LEAD.£8.95 

C64/128 TO COLOUR MONITOR.£3.99 

TV/COMPUTER AERIAL SWITCHING UNIT.£2.95 

COMPUTER-TV LEAD.£ 1.99 

THINGI DE-LUXE COPY HOLDER.£6.99 

PHILIPS TV TUNER FOR 8833 MONITOR.£69.95 


DISK DRIVES & LEADS 

OCEANIC KY-100 FOR C64/128 LAST NINJA 2 • 
AFTER BURNER • WEC LE MANS • DOUBLE DRAGON 


PLUS 5 FREE 5Va" DISKS.£ 109.95 

CBM 1541 II DISK DRIVE.£ 169.95 

AMIGA A590 20mg HARD DISK.£399.00 

CUMANA 1 mg 3 ] / 2 " DS AMIGA DRIVE.£89.95 

Q-TEC 1 mg AMIGA 3V 2 " DS DRIVE.£79.95 

3W DISK CLEANER 3W DS DRIVE.£4.95 

TDK 3V 2 " DSDD (WORLD’S No. 1) 10 for.£ 14.50 

TDK 5Va" DSDD (WORLD’S No. 1) 10 for.£7.95 

KAO 3V 2 " DSDD (WORLD’S No. 2) 10 for.£ 13.50 

LOCKABLE DISK BOX (HOLDS 40 3V 2 ").£6.50 

LOCKABLE DISK BOX (HOLDS 100 5Va") .£7.50 

100-51/4" DISKS PLUS ABOVE DISK BOX.£39.95 


DATA RECORDERS & ACCESSORIES 

CBM 1531 RECORDER C64/128.£39.95 


LOAD-IT DATACORDER C64/128.£39.95 

TURBO-CORDER FOR C64/128.£29.95 

Cl 6 TO C64 TAPE LEAD CONVERTER.£5.95 

Cl 5 DATA CASSETTES 10 FOR.£5.90 


PRINTERS & ACCESSORIES 

CITIZEN 120D INC. PARALLEL I/FACE.£ 149.95 

HYUNDAI HDP-1810 18 PIN.£275.00 

NEC P2200 24 PIN.£299.00 

PANASONIC KX-P1081.£ 1 79.95 

PANASONIC KX-P1124 24 PIN.£299.00 

STAR LC10 COLOUR (state CBM/Parallel).£229.95 

STAR LC10 MONO (Parallel).£179.95 

STAR LC24/10 24 PIN.£299.00 

AMIGA TO CENTRONICS LEAD.£7.99 

C64 PRINTER CONNECTOR FOR CBM PRINTERS.£3.99 

BOX 2000 FANFOLD PLAIN PAPER 1 l"x9W'.£15.95 

1000 SHEETS 1 ACROSS LABELS.£6.95 

CITIZEN 120-D RIBBONS 2 FOR.£7.95 

PANASONIC 1081 RIBBONS 2 FOR.£7.95 

STAR LC10 BLACK RIBBONS (Nylon) 2 FOR.£7.95 

STAR LC10 COLOUR.£7.95 

PANASONIC 1124 RIBBON 2 FOR.£ 10.95 


MISCELLANEOUS 

AMIGA PRO-SOUND DESIGNER (COMPLETE).£79.95 

AMIGA FUTURE SOUND.£89.95 

COMMODORE 64C DUST COVER. £6.95 

AMIGA DUST COVER.£7.95 

AMIGA MOUSE.£29.95 

MOUSE HOLDER.£2.95 


SPARES 

AMIGA REPLACEMENT POWER SUPPLY.£34.95 

MICROMATE COMMODORE 64 PSU.£24.95 

BOWTHORPE ANTI SURGE PLUG.£ 14.95 

4-WAY APOLLO 810 RF/ANTI SURGE 
TRAILING SOCKET.£24.95 


PHONE FOR OUR 1 990 CATALOGUE 


37 SEAVIEW ROAD, WALLASEY, MERSEYSIDE L45 4QN 

051-630-3013/5396 • 051-691-2008 • FAX 051-639-2714 


. POSTAGE & PACKAGING: 


ITEMS UNDER £50 ADD £ 2 

ITEMS UNDER £100 ADD £5 

ITEMS OVER £100 ADD £10. UK COURIER. 


AAilE RiCAN | 

[EXPRESS 


PRICES SUBJECT TO CHANGE WITHOUT NOTICE, n LOMBARD 
ERRORS & OMISSIONS EXCEPTED. ^ charge 


LICENCED 

CREDIT 

BROKER 


O 


































































































































































































































































WORLDWIDE SOFTWARE 
1 BRIDGE STREET 
GALASHIELS 
TD1 1SW 


BARCLAVCARD 


WORLDWIDE 


•SOFT WA R E 


WORLDWIDE SOFTWARE 
106A CHILWELL ROAD, BEESTON 
acc^ NOTTINGHAM 

M] NG91ES 


TITLE 

APB. 

ADVANCED SKI SIMULATOR 

AFTER THE WAR. 

AIRBORNE RANGER. 

ALTERED BEAST. 

AQUANAUT. 

ARMADA. 

ARMALYTE. 

ASTERIX. 

AUSTERLITZ. 

AUSTRALIAN RULES F BALL 

AXELS MAGIC HAMMER. 

BAD COMPANY. 

BANKOK KNIGHTS. 

BARDS TALE 2. 

BARDS TALE. 

BATMAN THE MOVIE. 

BATTLEHAWKS 1942 . 

BATTLETECH. 

BEACH VOLLEY. 

BETRAYAL. 

BEVERLY HILLS COP. 

BLADE WARRIOR. 

BLOOD MONEY. 

BLOODWYCH. 

BLOODWYCH DATA DISK ... 

BLUE ANGELS. 

BMX SIMULATOR. 

BOMBER. 

BORODINO. 

BOXING MANAGER. 

BRIDGE PLAYER 2000 . 

BRIDGE PLAYER 2150 

GALACTICA. 

CABAL. 

CARRIER COMMAND. 

CARTHAGE . 

CASTLE WARRIOR. 

CHARIOTS OF WRATH. 

CHASE HQ. 

CHESS PLAYER 2150. 

COLOSSUS CHESS X. 

COMMANDO. 

CONFLICT IN EUROPE. 

CONTINENTAL CIRCUS. 

CYBERBALL. 

DAMOCLES. 

DARIUS PLUS. 

DARK CENTURY. 

DAY OF THE PHAROAH. 

DAY OF THE VIPER. 

DE LUXE SCRABBLE. 

DEBUT. 

DELUXE STRIP POKER. 

DOUBLE DRAGON 2. 

DR DOOMS REVENGE. 

DRAGON SPIRIT. 

DRAGONS OF FLAME. 

DRAKKHEN . 


AMIGA 

TITLE 

AMIGA 

TITLE 

14.95 

DRIVIN FORCE. 

16.95 

K. DALGLISH SOCCER MNGR 

4.99 

DUNGEON MASTER 1 MEG... 

16.95 

KICKOFF. 

14.95 

16.95 

DUNGEON MASTER 

EDITOR. 

7.99 

KILLING GAME SHOW. 

KINGOOM OF ENGLAND. 

17.95 

DYNAMIC DEBUGER. 

. 17.95 

KINGS QUEST TRIPLE PACK 

17.95 

DYNAMITE DUX. 

17.95 

KNIGHTFORCE. 

22.95 

EAST V WEST BERLIN. 

16.95 

LANCASTER. 

14.95 

ELITE. 

16.95 

LASER SQUAD. 

16.95 

EXTRA TIME (KICK OFF). 

7.99 

LEISURESUIT LARRY. 

17.95 

EYE OF HORUS. 

16.95 

LEISURESUIT LARRY 2. 

14.95 

F16 COMBAT PILOT. 

16.95 

LIFE AND DEATH. 

14.95 

FI6 FALCON MISSION DISK 

14.95 

LIGHT FORCE. 

16.95 

F16 FALCON. 

21.95 

LOMBARD RAC RALLY. 

. 17.95 

F29 RETALIATOR. 

17.95 

LORDS OF RISING SUN. 

. 17.95 

FAST LANE. 

14.95 

LOST PATROL. 

7.25 

FERRARI FORMULA 1 . 

17.95 

MAGNUM 4. 

. 17.95 

FIENDISH FREDDIES BIG TOP 

17.95 

MANIAC MANSION. 

. 17.95 

FIRE BRIGADE (1 MEG). 

21.95 

MASTERBOUND . 

. 17.95 

FIRST CONTACT. 

16.95 

MATRIX MARAUDERS. 

. 17.95 

FLIGHT SIMULATOR 2. 

28.95 

MICROPROSE SOCCER. 

. 16.95 

FOOTBALL DIRECTOR 2. 

14.95 

MINDBENDER. 

. 16.95 

FOOTBALL MAN 2 EXP KIT... 

9.99 

MOONWALKER. 

. 17.95 

FOOTBALL MANAGER 2. 

14.95 

MURDER IN VENICE. 

. 16.95 

FOOTBALLER OF YEAR 2. 

14.95 

MYSTERY OF THE MUMMY 

. 17.95 

FUN SCHOOL 2 (6-8). 

14.95 

MYTH (SYSTEM 3). 

. 11.99 

FUN SCHOOL 2 OVER 8). 

. 14.95 

NEVER MIND. 

. 17.95 

FUN SCHOOL 2 (UNDER 6) .. 

. 14.95 

NEW ZEALAND STORY. 

. 4.99 

FUTURE WARS. 

.. 17.95 

NINJA WARRIORS. 

. 22.95 

GALAXY FORCE. 

. 17.95 

NITRO BOOST. 

. 22.95 

GAMES SUMMER EDITION.. 

. 17.95 

NORTH AND SOUTH. 

. 14.95 

GAZZAS SUPER SOCCER . .. 

.. 16.95 

OIL IMPERIUM. 

. 14.95 

GHOSTBUSTERS2. 

. 17.95 

OMEGA. 

. 21.95 

GHOULS AND GHOSTS. 

GRAND PRIX CIRCUIT. 

. 17.95 
. 17.95 

OMNI HORSE RACING. 

ONSLAUGHT . 


14.95 

17.95 

14.95 
4.99 

. 16.95 

16.95 

21.95 

17.95 


17.95 

16.95 
16.95 
16.95 

16.95 

17.95 

16.95 

16.95 

14.95 

17.95 

14.95 

17.95 

16.95 

14.95 

16.95 
16.95 

16.95 

14.95 

16.95 

14.95 

14.95 

17.95 

14.95 

17.95 

21.95 


GRIDIRON. 

GUNSHIP. 

HARDDRIVIN. 

HIGHWAY PATROL 2. 

HILLSFAR. 

HOLE IN ONE. 

HOLLYWOOD POKER PRO. 

HOUND OF SHADOW. 

INDY LAST CRUSADE ACTION 
INDY LAST CRUSADE ADV. 

INFECTION. 

INFESTATION. 

INTERPHASE. 

IRON LORD. 

IRON TRACKER. 

IT CAME FROM DESERT 

(1 MEG). 

IVANHOE. 

JACK NICKLAUS GOLF. 

JAPAN SCENERY DISK. 

JOAN OF ARC. 

JOHN LOWE ULTIMATE 

DARTS . 

KEEF THE THIEF. 

KENNEDY APPROACH . 


16.95 

16.95 

14.95 

16.95 

17.95 

22.95 

9.99 

17.95 

14.95 

17.95 

4.99 

16.95 

17.95 

22.95 

14.95 

21.95 

17.95 

16.95 

14.95 

9.99 

14.95 

17.95 

16.95 


TITLE 

RAINBOW WARRIOR. 

RALLY CROSS CHALLENGE 

REACH FOR THE STARS. 

RED LIGHTNING. 

RED STORM RISING. 

RICK DANGEROUS. 

ROBOCOP. 

ROCKNROLL. 

RVF. 

SHADOW OF THE BEAST. 

SHINOBI. 

SHOOT EM UP CONST KIT... 

SILENT SERVICE. 

SIM CITY (1 MEG). 

SKIDZ. 

SLEEPING GODS LIE. 

SPACE ACE. 

STAR BLAZE. 

STAR COMMAND 

STAR WARS TRILOGY. 

STARFLIGHT. 

STELLAR CRUSADE. 

STORMLORD 

STRIDER. 

STRYX. 

STUNT CAR RACER. 

SUPER LEAGUE SOCCER . .. 

SUPERWONDERBOY. 

SWITCHBLADE. 

SWORD OF SODAN. 

SWORDS OF TWILIGHT. 

TABLE TENNIS. 

TARGHAN. 

TEST DRIVE 2 CALIF CHALL 


AMIGA 

16.95 

14.95 

17.95 

22.95 
. 16.95 

17.95 

17.95 

14.95 

16.95 

28.95 

14.95 

22.95 

16.95 

21.95 

14 95 

16.95 

34 95 

14.95 

17 95 

17.95 

17.95 

27 95 

17.95 

14.95 

14.95 

16.95 
. 16.95 
. 17.95 
. 14.95 
. 17.95 
. 17.95 
. 14.95 
. 16.95 

11.20 


CREDIT CARD ORDER TELEPHONE LINES 

South, Midlands Wales Overseas North, Scotland 

0602 252113 (24 hr) Nottingham N. Ireland 

0602 225368 225368 _ 0896 57004 (24 hr) 


OPERATION THUNDERBOLT 17.95 

OUTLANDS.14.95 

P47. 16.95 

PAPERBOY. 14.95 

PICTIONARY. 17.95 

PINBALL MAGIC. 17.95 

PIPE MANIA. 16.95 

PLAYER MANAGER. 14.95 

POLICE QUEST. 17.95 

POPULOUS. 17.95 

POPULOUS PROMISED LANDS 7.99 

POWERDRIFT. 17.95 

POWERDROME. 17.95 

PREMIERE COLLECTION. 21.95 

PRINCE. 17 95 

PRO TENNIS TOUR. 17.95 

RAINBOW ISLANDS. 16.95 


TEST DRIVE 2 MUSCLECARS 11.20 
TEST DRIVE 2 SUPERCARS 11.20 

TEST DRIVE 2 THE DUEL. 17.95 

THE CYLCES. 17 95 

TINTIN ON THE MOON. 16.95 

TOOBIN. 14.95 

TOWER OF BABEL. 16.95 

TRACKSUIT MANAGER. 14.95 

TREASURE ISLAND DIZZY ... 4.99 

TRIPATRON. 26.95 

TURBO OUTRUN. 17 95 

TUSKER. 17.95 

TWIN WORLD. 16.95 

US GOLD GIANTS. 21 95 

ULTIMATE GOLF. 17.95 

UNTOUCHABLES. 17.95 

VULCAN. 14.95 


TITLE 

AMIGA 


C64 

C64 

WARP. 


16.95 

TITLE 

CASS 

DISK 

WATERLOO. 


17.95 

KICK OFF. 

6.90 

9.90 

WAYNE GRETZKY HOCKEY. .. 


17.95 

MICROPROSE SOCCER. 

6.90 

9.90 

WEIRD DREAMS. 


16.95 

MIDWINTER. 

7.25 

11.20 

WILD STREETS. 


16.95 

MYTH (SYSTEM 3). 

6.99 

11.20 

WINNERS US GOLD. 


22.95 

NEW ZEALAND STORY. 

6.99 

11.20 

X-OUT. 


14.95 

NINJA WARRIOR 

7.25 

14.95 

XENOMORPH. 


17.95 

OIL IMPERIUM. 

... — 

11.20 

XENON 2 MEGABLAST. 


17.95 

OMEGA. 

... _ 

13.99 

XENOPHOBE. 


16.95 

OPERATION THUNDERBOLT. 

6 90 

11.20 

ZOMBI. 


17.95 

P47. 

6.99 

11.20 

************* 

★ ★ ★ ★ 

★ * * 

PANZA BATTLES. 


15.99 

512KEXPAN. • DUNGEON MASTER 

89.99 

PIPE MANIA. 

. 7.25 

10.85 

10x3.5 BLANK DISK 


9.95 

PLAYER MANAGER. 

. 6 90 

9.90 

**★★**★*★★**★ 


★ * * 

POWER DRIFT. 

. 6 99 

11.20 


C64 

C64 

PRESUMED GUILTY. 

.... — 

14.95 

TITLE 

CASS 

DISK 

PROJECT STEALTH FIGHTER 

10.85 

14.95 

100% DYNAMITE. 

11.20 

13.50 

RETROGRADE. 

6.99 

9.90 

AFTER THE WAR. 

. 7.25 

11.20 

ROBOCOP. 

699 

9.90 

ALTERED BEAST. 

6.90 

9.90 

ROCKNROLL. 

6.90 

9.90 

BATMAN THE MOVIE 

. 6.90 

10.50 

SEVEN GATES OF JAMBALA 

. 7.25 

11.20 

BATTLECHESS . 

_ 

11.20 

SHINOBI . 

. 6.99 

9.90 

BEACH VOLLEY. 

6 90 

9.90 

SILKWORM. 

699 

9.90 

BETRAYAL. 

. 7.25 

11.20 

SIM CITY. 

.... — 

14.95 

BEVERLEY HILLS COP 

. 7.25 

11.20 

SNARE . 

6 99 

9.90 

BLOOD MONEY. 

. 6.90 

9.50 

SOCCER SQUAD. 

6.90 

9.90 

BLUE ANGELS 

. 7.25 

11.20 

SPACE ROGUE. 

.... — 

13.99 

BOMBER 

10 50 

13.99 

STARFLIGHT. 

.... — 

11.99 

BOXING MANAGER. 

690 

9.00 

STEEL THUNDER. 

.... — 

13.99 

BUSHIDO. 

. 6.90 

9.00 

STRIDER. 

. 6 90 

9.90 

CABAL. 

. 6.90 

9.90 

STUNT CAR. 

10.50 

16.95 

CHAMPIONSHIP GOLF 

6.90 

_ 

SUPER LEAGUE SOCCER. 

. 6.90 

— 

CHASE HQ. 

. 6 90 

10.50 

SUPERWONDERBOY. 

6.90 

9.90 

COIN OP HITS. 

10 50 

13.50 

SUPERCARS TEST DRIVE 2 .. 

.... — 

9.90 

CONTINENTAL CIRCUS. 

. 6.90 

9.90 

TEST DRIVE 2. 

.... — 

13.50 

CURSE OF THE AZURE BOND 

_ 

17.95 

THALAMUS HITS. 

9.50 

13.50 

CYBERBALL. 

7.25 

11 20 

THE BIZ. 

11 99 

13.99 

DAILY DOUBLE 



THE CYCLES. 

7.25 

11 99 

HORSE RACING. 

. 7.25 

11.20 

TOLKIEN TRILOGY. 

. 9 90 

13.50 

DOUBLE DRAGON 2. 

. 6.99 

11.20 

TOOBIN. 

6.90 

9.90 

OR DOOMS REVENGE. 

. 6.90 

9.90 

TRACKSUIT MANAGER. 

. 6.90 

— 

DRAGON SPRIT 

. 6.90 

9.90 

TREBLE CHAMPIONS. 

690 

— 

DRAGON WARS. 

_ 

11.90 

TURBO OUTRUN. 

. 6 99 

11.20 

FIRST OVER GERMANY. 

_ 

19.95 

ULTIMATE GOLF. 

10.50 

13.99 

FOOTBALL MANAGER 2 



UNTOUCHABLES. 

.. 6.99 

11.20 

GIFT PACK. 

. 7.25 

11.20 

WINOWALKER. 

. — 

13.99 

FOOTBALLER OF YEAR 2. 

. 6.99 

11.20 

WINNERS US GOLD. 

. 11.20 

13.50 

GAZZAS SUPER SOCCER. 

.. 6.99 

11.20 

XENOPHOBE. 

.. 690 

9.90 

GHOSTBUSTERS2 . 

.. 7.99 

11.99 

★*★*★★★***★**★***★★* 

GHOULS AND GHOSTS. 

. 6 99 

11.20 

C64/128 DATASETTE UNIT 


18.50 

GRAND PRIX CIRCUIT. 

.. 6.99 

11.99 

*★★★*★***★★**★*★★★*★ 


HARD DRIVIN. 6.99 

INDY LAST CRUSADE. 6.90 

IRON LORD. 6.90 

JACK NICKLAUS GOLF. 7.25 

JOHN LOWE ULTIMATE 

DARTS. 7.25 

JOHN MADDEN FOOTBALL. — 

KENNY DALGLISH MANAGER 6.90 


9.90 

9.90 

11.20 

11.20 

11.20 

11.99 

9.90 


JOYSTICKS 

CHEETAH 125 PLUS. 

QUICKSHOTTURBO. 

KONIX NAVIGATOR AUTOFIRE 

SPEEDKING AUTOFIRE. 

ZIP STICK AUTOFIRE. 

COMPETITION PRO. 

COMPETITION PRO EXTRA. 


. 6.95 
10 95 
14 99 
10.99 
14 95 

12.95 

14.95 


Europe (other than UK) 
shipping costs are: 

£1.50 per disc for normal airmail 
£2.50 per disc for express airmail 


Please make cheques or postal orders payable to WORLDWIDE SOFTWARE. 
All prices include postage and packing in UK. 

ADVERTISED PRICES ARE FOR MAIL AND TELEPHONE OPDERS 


Outside Europe shipping costs are 
£2.00 per disc for normal airmail 
£3.00 per disc for express airmail 


TURBOSOFT 

(DEPT 64 USER) 

41 SOUTH STREET 
LEIGHTON BUZZARD 
BEDS LU7 8NT 

MAIL ORDER ONLY 

Tel: 0525 377974 


IN CROWD 

ONLY £10.99 disc £13.99 
Barbarian, Gryzor, Last Ninja, 
Predator, Karnov Combat 
School, Target Renegade, 
Platoon 


100% DYNAMITE 

ONLY £10.99 disc £13.99 
Last Ninja II, Double Dragon 
with Kemans, Afterburner 


ZZAP SIZZLERS COLL 

VOL 1 

ONLY £9.99 disc £11.99 
Bionic Commandos, Dropzone, 
California Games, Solomon’s 
Key, Impossible Mission 2 


WINNERS 

ONLY £9.99 disc £13.99 

Thunderblade, Led Storm, 

Indy Jones & The Temple of 
Doom 

Blasteroids, Impossible Mission II 


SUPREME CHALLENGE 

ONLY £4.99 disc £10.99 
Elite, Ace, Sentinel, 
Starglider, Tetris 


THALAMUS THE HITS 

ONLY £9.99 disc £11.99 
Hunter’s Moon, 
Que-Dex, Hawkeye 
Armalyte, Delta, 
Sanxion 


COMMODORE SPECIALS 

DEFENDER OF THE CROWN . 

.£3.99 

FOOTBALL DIRECTOR . 

.£2.99 

TOP GUN. 

.£2.99 

CRAZY CARS . 

.£2.99 

TROLL . 

.£1.99 

RIMRUNNER . 

.£2.99 

CAULDRON II . 

.£1.99 

FOOTBALL MANAGER II. 

.£4.99 

RUNNING MAN . 

.£499 

PACLAND . 

.£3.99 

BOB'S FULL HOUSE . 

.£499 

AFTERBURNER . 

.£4.99 

THE TRAIN . 

.£3.99 

GAUNTLET . 

.£2.99 

STRIP POKER 11+ . 

.£3.99 

JACK THE NIPPER. 

.£2.99 

SHANGHAI . 

.£3.99 

FERNANDEZ MUST DIE . 

.£3.99 

BRIAN CLOUGH'S FOOTBALL FORTUNES . 

.4 99 

TIME + MAG IK . 

.6.99 

ANNALS OF ROME . 

.4.99 

TRIVIAL PURSUIT NEW BEGINNING . 

.4.99 

DARK CASTLE. 

.4 99 

TIVIAL PURSUIT . 

.5.99 

CHOBIA . 

.4.99 


TOP 20 COMMODORE 

BATMAN THE MOVIE. £6.99 

SHINOBI . £6.99 

ROBOCOP.. £6.99 

STRIDER . £7.25 

DYNAMITE DUX. £6.99 

FIRST STRIKE. £6.99 

RICK DANGEROUS . £6.99 

EMLYN HUGHES INTSOCCER ... £6.99 

RENEGADE 3 . £6.99 

KICKOFF. £5.99 

CITADEL . £6.99 

CONTINENTAL CIRCUS.£5.99 

POWERDRIFT. £6.50 

CHASE HQ . £6.99 

TURBO OUTRUN. £6.99 

GHOSTBUSTERSII . £7.99 

GAZZA’S SUPER SOCCER. £5.99 

DOUBLE DRAGON II. £6.99 

GHOULS ’N’ GHOSTS . £6.99 

COMMODORE 

Cabal. £6.99 

Dragon Spirit . £6.99 

3D Pool. £6.99 

Treble Champions . £6.99 

Altered Beast . £6.99 

Tusker. £6.99 

Super Wonderboy . £6.99 

Untouchables. £6.99 

Double Dragon . £6.99 

Operation Thunderbolt . £6.99 

Knight Force . £6.99 

Airborne Ranger .£10.99 

Gunship .£10.99 

Quarterbay. £6.99 

Stunt Car Racer .£10.99 

F-16 Combat Pilot.£10.99 

War in Middle Earth. £6.99 

Colossus Chess 4. £6.99 

Colossus Bridge. £9.99 

Heroes of the Lance . £6.99 

Dragon Ninja . £6.99 

Rea Heat . £6.99 

Running Man . £4.99 

Silkworm. £6.99 

Saint & Greavsie . £6.99 

Bomber. £9.99 

A.P.B. £6.99 

Pools of Radiance . disc £14.99 

Heroes of the Lance . disc £11.99 

Hillstar. disc £14.99 

Curse of Azure Bonds . disc £19.99 

Dragons of Flame . disc £14.99 

Mr Heli . £6.99 

Weird Dreams.£10.99 

Brian Clough Football . £1.99 

Beach Volley. £6.99 

Rainbow Islands . £6.99 

Myth . £6.99 

Hard Drivin. £6.99 

Laser Squad . £6.99 


TOP 20 AMIGA 

XENON II.£16.99 

F-16 COMBAT PILOT.£16.99 

BOMBER .£19.99 

FALCON MISSION DISC .£13.99 

NEW ZEALAND STORY .£16.99 

SHADOW OF THE BEAST .£24.99 

BEACH VOLLEY .£16.99 

BATMAN THE MOVIE.£16.99 

DAMOCLES .£16.99 

CONTINENTAL CIRCUS .£13.99 

ALTERED BEAST.£16.99 

CHASE HQ .£16.99 

HARDDRIVIN .£13.99 

STUNT CAR RACER .£16.99 

GAZZA’S SUPER SOCCER.£15.99 

SPACE ACE .£26.99 

INDY JONES ADVENTURE.£16.99 

DOUBLE DRAGON II.£13.99 

GHOULS’N’GHOSTS .£16.99 

TURBO OUTRUN.£16.99 

AMIGA 

Battle Chess .£16.99 

Dragon Spirit .£13.99 

Cabal... .£16.99 

F-29 Retaliator .£16.99 

Fast Lane.£16.99 

Freddy’s Big Top Fun.£16.99 

Knight Force.£15.99 

Laser Squad .£15.99 

Power Drift.£16.99 

Tusker. £16.99 

Super Wonderboy .£16.99 

Dynamite Dux .£16.99 

Tin Tin on the Moon .£16.99 

Verminator.£15.99 

Weird Dreams.£15.99 

Barbarian Psygnosis.£15.99 

Ivanhoe.£16.99 

Untouchables.£16.99 

Neuromancer.£16.99 

Lost Patrol .£16.99 

Infestation .£15.99 

Dungeon Master (IMEG).£16.99 

Dungeon Master Editor . £7.99 

Chaos Strikes Back .£13.99 

Collosus Chess.£16.99 

Test Drive II.£16.99 

Populus .£16.99 

Populous: Promised Lands. £7.99 

F-16 Falcon .£20.99 

Double Dragon II.£13.99 

Commando .£13.99 

UMSII.£15.99 

Rainbow Islands .£13.99 

Wayne Gretzky's Hockey.£16.99 

Strider.£16.99 

Forgotten Worlds .£13.99 

APB.£13.99 

Shinobi .£13.99 

Paperboy..£13.99 

F16 Combat Pilot.£16.99 


PLEASE MAKE CHEQUES & POSTAL 
ORDERS PAYABLE TO 
TURBOSOFT. ORDERS OVER £5 
P&P FREE. UNDER £5 PLEASE ADD 
50P PER ITEM. 

EUROPE ADD £1 P&P 
OVERSEAS ADD £1.50 P&P 
N.B. PLEASE STATE MAKE OF 
COMPUTER & CASS OR DISC 


PRECIOUS METAL 

ONLY £16.99 
Captain Blood, 
Xenon, 

Crazy Cars, 
Arkanoid II 


COMPUTER HITS II 

ONLY £8.99 
Tetris, Black Shadow, 
Golden Path, Joe Blade 


PREMIER COLLECTION II 

ONLY £19.99 
Mercenary 
Custodian, 
Eliminator, Backlash 


PREMIER COLLECTION 

ONLY £12.99 
Exolon, 

Zynaps, 
Netherworld, 
Nabulus 


LIGHT FORCE 

ONLY £16.99 
R-Type, Voyager, 
Batman Caped Crusader IK- 


HITS DISC 1 

ONLY £9.99 
Goldrunner, Slaygon, 
Jupiter Probe, 
Karate Kid II 


AMIGA SPECIALS 

Dl ITRI IN . 

.£6.99 

LEADERBOARD . 

.£6.99 

MARBLE MADNESS. 

.£7 50 

STRIP POKER- . 

.£5 99 

BARD'S TALE . 

.£7.50 

KING OF CHICAGO . 

.£7.99 

INFECTION. 

.£4.99 

ALTERNATE REALITY . 

.£5.99 

CASINO ROULETTE . 

.£3.99 

BRIAN CLOUGH'S FOOTBALL FORTUNES . 

.£6.99 

FLINTSTONES . 

.£499 

ELIMINATOR . 

.£599 

BACKLASH . 

.£3 99 

TV SPORTS FOOTBALL . 

.£12 99 

BARBARIAN (PALACE) . 

.£5 99 

PACMANIA . 

.£7 99 

PACLAND . 

.£7 99 

CAPTAIN BLOOD . 

.£6.99 

OPERATION NEPTUNE 

.£7.99 

FOOTBALL MANAGER II. 

.7 99 

HUNT FOR RED OCTOBER . 

.9 99 

KRISTAL. 

.9.99 

TRIVIAL PURSUITS NEW BEGINNING 

. 7 99 

THUNDERBIRDS . 

.7.99 

RUNNING MAN . 

.7 99 

SHADOWGATE . 

.8 99 

EMPIRE . 

.7 99 


© 

































































































































































































































































































































































































Lined up on the runway. 


A Panavia Tornado IDS 


A s a poor 64 owner, I 
can honestly say that 
the conversion of this 
fine flight/combat 
k simulator to 8 bit has 
left me feeling nothing but che¬ 
ated. To say those programming 
types have skimped is putting it far 
too lightly. 

There are only half the mis¬ 





sions, for a start and most of them 
can be completed at the first 
sitting. Secondly, the option to 
define and create your own mis¬ 



sions is now non existent. But that 
is only the start. 

The outline of Bomber is the 
same as that found on the Amiga. 
Fly a jet plane of your choice 
against armed enemy forces in a 
certain patch of desert-like terri¬ 
tory, performing combat strikes 
and defensive actions alike. 

However there are a number of 
things about Bomber that annoy 
me. The first is the amount of 
things that have been dropped. 
The choice of planes available 
has been halved, plus there are 
now only three types of enemy 
aircraft, half the missions, and 
practically no scenery within the 


game, hardly any ‘enemy’ to be 
found. Add to that the slow vec¬ 
tors, the unresponsiveness of the 
controls, the missing mid-flight re¬ 
fuel sequence. I could go on, but I 
won’t, I think you have the gist by 
now. 

Clearly it’s only fair to expect 
omissions, but if there’s hardly 
any enemy or much scenery to 
speak of how can the game be so 
slow? For most of the game, all I 
ever saw were large expanses of 
green, apart from the odd triangu¬ 
lar hill (very odd indeed) and a 
road or river crossing my path. 
The only enemy units I found were 
my objectives, and after flying 5 of 


the 8 missions, I’ve yet to see 
another aircraft so much as blip on 
my radar, let alone get close 
enough to fight. 

It seems to me there’s little fun 
to be had from a combat simulator 
that provides no combat. Or much 
simulation for that matter. Much 
as it breaks my heart, I’m afraid 
I’m going to have to give this one 
a miss. 

Tony Dillon 

SOUND 61% Oy 

GRAPHICS 58% 1^ ■ / 

PLAYABILITY 65% "" V ■ / 

LASTABILITY 49% 
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YOUR ONE STOP SHOP 

MORE SOFTWARE THAN YOU CAN HANDLE! 
MORE HARDWARE THAN YOU CAN USE! 

/ 




y 


% 


AMIGA 512K MEMORY 
EXPANSION 

* Brings your Amiga up to 1 Meg in seconds 

* Enable/disable switch. Now you can run 
ALL software. 

* Easy to fit - no technical knowledge 
needed. 

* Reliable, fast, high quality chips on a 
robust through plated P.C.B. Do not 
confuse with cheaper, inferior products. 

* DOES NOT INVALIDATE GUARANTEE. 

ONLY £69.99 

ONLY £79.99 FOR VERSION 

WITH CLOCK/CALENDAR_ u ^^^^HyFi 


AMIGA EXTERNAL 3.5" DISK DRIVE 

* SLIMLINE, LOW PROFILE UNIT. 

* TOP QUALITY DRIVE MECHANISM. FULLY 
COMPATIBLE. 

* ENABLE/DISABLE SWITCH. 

* THROUGH PORT ALLOWS DAISY-CHAINING OTHER 
DRIVES (AMIGA ONLY). 

* SUPERBLY STYLED CASE IN AMIGA COLOURS. 

* 1 MEG UNFORMATTED CAPACITY. 


WE STOCK MOST 

dAtel 

PRODUCTS 


ONLY £79 .99 



ALMOST 



AMIGA A500 

'MAN PACK 

HALF PRICE 


r 

OCEANIC 


L 

DISK DRIVE 

J 


C64 COMPATIBLE DISK DRIVE 
SMART - SLIM - RELIABLE 
FREE ACTIVISION MUSIC STUDIO 
with every drive 

ONLY £129.oo 


R.R.P. 

A500.£399.99 

TV MODULATOR.24.99 

BATMAN (THE MOVIE).24.99 

NEWZEALAND STORY.24.99 

DELUXE PAINT II.49.99 

INTERCEPTOR.29.99 

TEN STAR PACK.229.50 

TOTAL R.R.P. -£784.44 

LESS DISCOUNT. —£384.45 

OUR PRICE. £3 99.99 

*OR £15 MONTHLY 


WE HAVE 
EVERYTHING 
YOU COULD 
POSSIBLY 
NEED FOR 
YOUR 

COMMODORE 


Licensed 

Credit 

Broker 


1 MEG AMIGA 


as above plus half meg upgrade, 
mouse, mat, mouse holder, lockable 
disk storage case, dust cover 
and 10 disks 

OUR PRICE 


"(subject to 
status) Written 
details on re¬ 
quest. 


ONLY £499.99 


*OR £19 MONTHLY 



MAIL 
ORDER:- 
Carriage 
at Cost 
ORDER HOTLINE 

(MON to FRI) 

(0782) 202269 
ADVICE HOTLINE (0782) 268620 
for FAST & FRIENDLY SERVICE 

\ 


STAR LC10 

Acclaimed "Best Buy" budget printer. 
Now massively under-priced at just 

£169.99 


STAR LC10 Colour 

The perfect printer for every Amiga. 
Colour output from all the better art 
packages - or just slot in a black ribbon 
for word processing. Cheap to run 
too. Very affordable 


*OR £8 MONTHLY 


£229.99 


*OR £9 MONTHLY 


STAR LC24 - 10 

24 Pin quality at a price you can afford. 
8 Fonts, 3 print variations, paper park¬ 
ing, 170 CPS draft, 57 CPS LQ 

£259.99 *OR £10 MONTHLY 


FREE Cable with every Printer 


STOKE-ON-TRENT 

11 Market Square Arcade, 
Hanley Stoke-on-Trent 
Manager: Wayne Tel: 0782 
268620 Open 6 Days 


SHEFFIELD 

6 Waingate, Sheffield 
Manager: Tony 
Tel: 0742 721906 
Open 6 days 


ST HELENS 

27 Baldwin Street, 
St Helens 
Manager: Adrian 
Tel: 0744 27941 
Closed Thursday 


STOCKPORT 

6 Mealhouse Brow, 
(Off Little Underbank), 
Stockport. Manager: Ray 
Tel: 061 480 2693 
Closed Thursday 
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AMIGA 

SCREEN 




The process is quite simple, by 
using two bars on the display 
panel you need to time two prop¬ 
ellant bursts from the shuttle. Fail¬ 
ing to do this results in a simple 
abort, although it wastes fuel. 

Docking with the space station 
is very similar to the docking 
sequence in Elite : slow down and 
line up, except you don’t actually 
dock. Once the shuttle is in posi¬ 
tion the automatic docking takes 
over then it just remains for the 
new space station module to be 
added. 


Select your crew. 

SPACE SHUTTLE 


O ather than set it 
in the present 
day Tomahawk 
have decided to 
use the 2010 as 
their setting for a shuttle launch. 
Unlike the Arthur C Clarke novel, 
technology has hardly progres¬ 
sed. 

Shuttles are used for much the 
same purposes as they are nowa¬ 
days: transport, research and re¬ 
pair. The only thing now is that 
laser guns are standard fitting and 
useful for blasting crippled satel¬ 
lites before they spread them¬ 
selves over the Aussie outback. 



Damn, I’ve missed it. 



The game starts with you pre¬ 
paring your shuttle for launch on 
New Year’s day 2010 (my 38th 
birthday in fact). It’s a matter of 
sorting out what crew members 
are coming with you, whether or 
not to take a satellite or equipment 
for the space station and how 


much juice to stick in the tanks. 

The launch is completely con¬ 
trolled by the computer, with you 
viewing the scene from Mission 
Control. Next thing you know, 
you’re in orbit. Now it’s down to 
you to guide the shuttle to either a 
satellite or to the space station 


An (almost) perfect landing. 


If claustrophobia sets in during 
the journey it’s no trouble slipping 
into your streamlined EVA suit 
and going for a walk outside. 
Landing the shuttle is different 
from today. Instead of nine miles 
of desert in southern .USA, an 
aircraft carrier is used. Once 
again, line up and slow down: it 
won’t do you any good if you hit 
the ocean at Mach 4. 

A combination of cursor keys 
and mouse control help you with 
the more complex procedures, 
such as landing. But it wouldn’t be 
a simulation if the game was too 
easy. 

A fairly enjoyable game. 
Although it fails to push back the 
boundaries of computer entertain¬ 
ment it’s good fun. Nevertheless, 
compared to Apollo 18 on the 64 
ESS just doesn’t match up — and 
certainly not a thirty five quid. 

Mark Patterson 

SOUND 43% 

GRAPHICS 73% 

PLAYABILITY 77% 
LASTABILITY 69% 
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t’s difficult to 
know where to 
file Wings Of 
Fury. One look at 
it is enough to 
have you reaching for the P-47/ 
horizontal shooter drawer, 
another longer one will make you 
think again. 

Wings Of Fury is no simple 
blast, but it’s a bit too cute to cut it 
as a simulation, and to be fair it 
makes no claims to be the latter. 

The plane you control is a Hell¬ 
cat, and the setting the Pacific 
during World War II. The task 
before you is daunting, your car¬ 
rier the USS Wasp has been badly 
damaged and must be escorted 
back to base. Between you and 
safety though, there lies hundreds 
of miles of ocean, populated by 


Japanese craft, enemy torpedo 
bombers, and heavily defended 
occupied islands. 

There are seven ranks, each of 
which complicates the missions 
you have to undertake to protect 
the carrier. Once you have 
selected this the Wasp appears 
and you’re given the option to 
select from rockets, bombs and 
torpedoes. Which ones you 
choose depends on the particular 
missions you have to complete. 
The involvement of enemy ship¬ 
ping obviously necessitates the 
use of torpedoes, but heavily forti¬ 
fied islands with concrete pill¬ 
boxes require rockets to bust 
them open. 

First of all you have to take off 
from the carrier. Enough speed is 
necessary or your little plane will 
do a passable impression of a 
lemming. Even at full throttle it 


lurches dangerously close to the 
waves. 

Once in the air you can see how 
the curious view system for the 
game works. As you climb the 
perspective changes to give you a 
view from afar with a greater angle 
of vision and smaller objects. Dive 
down and you zoom in to a close 
up of the action. 

It all takes some getting used to, 
and it’s pretty easy to end up 
diving into the ground. But Wings 
Of Fury is tough in every respect. 
It’s a game that will last for the 
right reasons as you grapple to 
clear a way for the stricken carrier. 

You won’t find any filled vectors 
or 3D polygons in Wings Of Fury. 
Its graphics are neat if unremark¬ 
able. In fact much of the game’s 
cuteness stems from the size of 
the characters and the plane. Try 
and supress a smile as you dive 




Domark 
Price: £19.99 






































AMIGA 


SCREEN 

SCENE 



down and strafe a helpless group 
of Japanese soldiers you’ve 
flushed out if you can. They even 
scream like munchkins as you hit 
them. It sounds brutal, but one 
look at it is enough to tell you that 
it isn’t. 

The sound on Wings Of Fury is 
hardly expansive, but unlike P-47 
to which this bears favourable 
comparison, it has an authentic 
engine sound and spot effects 
which add to the atmosphere. The 
game doesn’t require much more 
and at least there’s no duff tune. 

If you like your shoot ’em ups on 
the cerebal side then this is for 
you. 

Mike Pattenden 



.JiSMI* 

1 x... 



V 





. 



A burst of ack ack and you’re in trouble. 
Pursued by a Zero at low level. 


SOUND 75% 
GRAPHICS 82% 
PLAYABILITY 85% 
LASTABILITY 84% 
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1) Grumann built a series 
of ‘Cat’ fighters. Name 
two others apart from 
the Hellcat. 

2) What was the Hellcat’s 
main adversary? 

3) Name one other US 
carrier (apart from the 
Wasp) which Hellcats 
operated from. 

4) Name one Pacific 
naval battle Hellcats 
saw action in. 


Put your answers on a 
postcard and send them 
to Fury Compo, CU, 30-32 
Farringdon Lane, London 
EC1R3AU. Entries to 
arrive no later than 
February 26. 


Thanks to the extraordinary gener¬ 
osity of those good people at 
Domark and Philips we can offer 
some lucky person the chance to 
win a portable colour TV. The Phi¬ 
lips 3LC2050 is one of the most 
compact portables on the market 
with a flip top screen that folds 
down making it small enough to fit 
in a coat pocket. 






Ten runners-up will receive copies 
of Wings Of Fury. 

Here’s how you can get your paws 
on the TV: 

Just answer the following aircraft 
based questions as set by our 
resident expert Wing Commander 
‘Squiffy’ Glenister and the first out 
the bag wins the mini goggle box. 


rjvit r»« 
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THE ONE ON THE RIGHT 
IS HANDLING 
STOLEN GOODS. 


If you are involved in software 
piracy then you are breaking 
the law. 


THIS CAMPAIGN IS ORGANISED BY 



EUROPEAN LEISURE SOFTWARE 
PUBLISHERS ASSOCIATION 


Any information on piracy 

should be passed to 

The Federation Against Software Theft. 

Telephone 01-240 6756 



PIRACY 
IS THEFT 




























NOW 

TAKEN 


Castle 

Software 


DEPT C.U.1 
CASTLE SOFTWARE 
2 WILLIAM CLOWES STREET 
BURSLEM 
STOKE-ON-TRENT ST6 3AP 
TEL: 0782 575043 


CASTLE SOFTWARE — OFTEN IMITATED — NEVER BEATEN — PHONE US FOR SPECIAL OFFERS 


C64 BIGGIES 

Some items may not have been 
released. If in doubt please 
phone. 

Passing Shot. 3.95 

Blasteroids . 2.99 

Batman the Movie . 6.99 

Beach Volley . 6.99 

Blood Wych . 6.99 

Yes Prime Minister. 2.99 

Cabal . 6.99 

Captain Fizz . 6.99 

Carrier Command . 6.99 

Dragon Spirit . 6.99 

Fire Power. 6.99 

Turbo Outrun . 6.99 

Sanxion. 2.99 

Laser Squad . 6.99 

Mr Heli . 6.99 

Garfield . 3.95 

Quarterback . 6.99 

Rainbow Island . 6.99 

Stunt Car . 6.99 

Weird Dreams . 6.99 

Xenophobe . 6.99 

Rack-em . 2.99 

Rick Dangerous . 6.99 

Forgotten Worlds . 6.99 

New Zealand Story . 6.99 

Dragon Ninja. 6.99 

Kick Off . 6.99 

Micro Prose Soccer. 9.95 


CLEARANCE 
JUST ARRIVED! 

RETURN OF THE JEDI 

£3.95 

GHOSTBUSTER II 

£6.99 

BOMBUZAL 

£3.99 

ENDURO RADER 

£1.99 

KNIGHTMARE 

£1.99 

DOUBLE DRAGON II 

£6.99 

LEADER BOARDER 

£1.99 

SIDEARMS 

£3.99 


C64 SPECIALS 


Ikari Warriors 


APB 


Vixen 


3.99 

Eagles. 

. 1.99 

1.99 

Time Fighter . 

1.99 

2.99 

Saboteur . 

2.99 

2.99 

Grand Prix Selection . 

. 3.99 

1.99 

Double Dragon II . 

6.99 

2.99 

Time & Magik. 

3.99 

1.99 

Biggies. 

1.00 

1.99 

Toobin . 

6.99 

2.75 

Sigma 7 . 

7.99 

1.99 

Eliminator . 

2.99 

3.99 

Dynamite Dux. 

6.99 

1.00 

Blood Brothers . 

.. 1.99 

2.99 

Traz . 

1.99 

6.99 

Hysteria. 

1.00 

6.99 

Magnetron . 

1.00 

6.99 

Basket Master . 

.. 1.99 

6.99 

Frankenstein . 

2.99 

6.99 

Slaine . 

2.99 

2.99 

Dandy . 

... .75 

3.99 

Rockford Riot/Bolderdash 

1.99 

3.99 

Supersports 

2.99 

3.99 

Sidewalk . 

2.99 

2.99 

Four Soccer Sins . 

3.99 

2.99 

Game Over II . 

2.99 

2.99 

QueDex . 

3.99 

2.99 

Army Moves . 

1.99 

1.00 

Star Eggs . 

1.99 

2.99 

Rygar . 

1.00 

1.00 

Soldier of Light . 

2.99 


C64 SPECIAL OFFERS 
BACK IN STOCK 


CHART BUSTERS 

Ghostbusters, FA Cup 
Football, Agent x 2, Kane, LA 
Swat, Ninja Master, 
Rasputin, Olli and Lisa, 
Ricochet, Zolx, Way of the 
Exploding Fist, Dan Dare, 
Formular 1 Sim, Brian Jacks 
Superstar Chall, Tall Ceti, I 
Ball, Ball Patroll, Thrust, 
Harvey Headbanger, War 
Cars 

SPECIAL PRICE 4.99 
FOR ALL 20 GAMES! 


MEGA MIX 
BARBARIAN II 
DRAGON NINJA 
OPERATION WOLF 
REAL GHOSTBUSTERS 
SPECIAL PRICE 
£10.95 


“HAPPY NEW YEAR FROM CASTLE” 

Please state 64 or Amiga in all orders . 

All orders under £6 please add 75p towards p&p. All orders over £6 p&p is free. 


NOW’S THE TIME TO BUY 


AMIGA SPECIAL OFFERS 

North And South . 15.99 

Shadow of the Beast . 24.95 

Power Drift. 15.95 

Chase HQ. 15.95 

Toobin . 13.99 

Bomber. 21.95 

Sim City . 21.95 

Vigilante . 9.95 

Waterloo . 15.95 

Star Command . 23.95 

Lancaster. 13.95 

Grand Prix Circuit . 16.95 

Ghostbusters 2 . 16.95 

Bloodwych . 15.95 

Beach Volley . 16.95 

Operation Thunderbolt .... 16.95 

Rally Cross Chall . 13.95 

Falcon Mission Disc . 13.95 

Populous Scenery Disc. 7.99 

New Zealand Story . 15.95 

Stunt Car Racer. 15.95 

FI 6 Combat Pilot. 15.95 

Kick Oft . 12.99 

Onslaught . 15.99 

Grid Iron. 15.99 

Altered Beast. 15.95 

Kick Off Extra Time . 7.99 

Silent Service . 17.99 

Blood Money. 15.99 

Interphase. 14.99 


AMIGA SPECIAL OFFERS 

Borrodfino . 21.95 

Switch Blade . 13.99 

Storm Lord. 13.99 

Omega ..21.99 

Battlechess. 17.99 

Cabal . 16.95 

Lombard RAC Rally . 14.95 

Postman Pat . 7.99 

Hard Drivin . 15.99 

Continental Circus . 13.95 

Fighting Soccer. 15.95 

Strider . 15.95 

Grand Prix Master. 13.95 

Stellar Crusade . 27.95 

Turbo . 13.95 

Paperboy . 13.95 

The Untouchables . 16.95 

Xenon 2 Megablast . 15.95 

Batman The Movie . 16.95 

Galaxy Force . 16.95 

Falcon. 18.95 

Populous . 16.95 

Robocop . 16.95 

Targhan. 15.95 

Honda RVF . 15.95 

Commando . 13.99 

^Shinobi . 13.99 

F29 Retaliator. 16.99 

Space Quest 3 . 19.99 

Future Wars . 15.99 


AMIGA SPECIAL OFFERS 

Battle Squadron . 15.99 

Ferrari Formula 1 . 16.99 

Lazer Squad. 15.99 

Saint and Greavsey . 6.99 

Roger Rabbit. 8.99 

Rocket Ranger. 9.99 

Joe Blade . 4.99 

Joe Blade II . 4.99 

Fast Lane . 10.95 

Take ’em Out. 9.95 

Dominator. 5.99 

Street Fighter . 5.99 

Road Blaster . 5.99 

Into Eagles Nest . 4.99 

Ice Hockey . 3.99 

Hollywood Poker . 4.99 

Sub Battle Sim . 9.99 

Custodian . 5.99 

Turbo Cop (+ Car) . 7.99 

Jinxter . 9.99 

Led Storm . 5.99 

Butcher Hill . 4.99 

Pacland . 7.99 

RType . 8.99 

Peter Beardsley’s Soccer.... 6.99 

Space Quest 2 . 9.99 

Time Scanner . 7.99 

Craps Academy. 4.99 

Space Quests 1 . 9.99 

Phantom Fighter . 4.99 


AMIGA SPECIAL OFFERS 

World Class Leaderboard ... 7.99 

GB Air Rally . 4.99 

Gold Rush . 9.99 

Drum Studio . 4.99 

Jug . 5.99 

Leather Necks . 6.99 

Football Manager 2 . 9.99 

Soccer Supremo . 6.99 

Karting Grand Prix . 3.99 

Grid Start. 3.99 

Real Ghost Busters . 8.99 

Netherworld . 5.99 

Flight Path 737 . 4.99 

Corruption . 9.99 

Strip Poker 2+ . 7.99 

Flintstones . 4.99 

IK , 7 qq 

Afterburner. 9.99 

Conflict Europe . 12.99 

Outrun . 7.99 

Fire Power. 4.95 

Foundations Waste . 4.99 

Leather Goddess . 4.99 

Police Quest . 9.99 

Warlocks Quest. 4.99 

Soldier of Light . 7.99 

Galactic Invasion . 1.99 

Willow . 9.99 

Solitaire Royal . 4.99 

Man Hunter in NY . 9.99 


AMIGA SPECIAL OFFERS 

Bards Tale . 7.99 

Pioneer Plague . 4.99 

3 Stooges . 6.99 

The Running Man . 6.99 

Gold Runner . 4.99 

Gold Runner 2 . 3.99 

FM2 Expansion Kit . 5.99 

Power Stuggle . 4.99 

Tangle Wood. 5.99 

Super Wonderboy. 15.99 

Maniac Mansion . 16.99 

Fallen Angel . 13.99 

Paul Gascoigne’s Soccer .. 15.99 

Manchester United . 15.99 

Turbo Outrun . 15.99 

Swords of Twilight . 16.95 

Player Manager. 13.95 

Infestation. 15.95 

Damoclese . 15.99 

Double Dragon 2 . 14.99 

The Untouchables . 16.99 

Lost Patrol . 16.99 

Pirates . 15.99 

Wierd Dreams . 15.99 

Hound of Shadow . 17.95 

Tusker . 15.95 

Red Storm Rising . 10.95 

Dogs of War . 13.99 

Iron Lord . 16.95 

Thunderbirds . 9.99 



















































































































































































































































































AMIGA 

SCREEN 




Spot this in the game if you can. 

he first thing you 
should know ab¬ 
out Space Ace is 
that it’s the most 
popular demo at 
Amiga dealers for eons . . . well, 
since Don Bluth’s first ‘laser disc’ 
adaptation, Dragon’s Lair 
appeared anyway. With smooth, 
high definition animation that for 
once lives up to the hype ‘cartoon 
quality’ and this time it even runs 
on a normal unexpanded 500. 

Space Ace has the sort of 
graphics that make most program¬ 
mers feel like giving up and going 
back to the Vic 20. A blinding 
demo, unquestionably (they’ve 
even managed to eliminate the 
tiresome disc swapping of its pre¬ 
decessor whilst cramming it into 
half the memory), but is it any 
good as a game? 

I found Dragon ’s Lair the most 
infuriating, irritating and downright 
awkward piece of software ever 
shoved under my nose by the 
editor. Every scene was governed 
by joystick moves more counter¬ 
intuitive than the instructions for 
assembling an MFI wardrobe 




Borf— he’s your main adversary here. 



... and sooner or later you have to tangle with him. 

translated into Serbo-Croat. Per- At least Pavlov’s dogs were re- 
sonally, I feel that fiddling around warded with the occasional bowl 
trying to work out which particular of Pedigree Chum, 
tweeks you apply to progress to Fortunately, Space Ace isn’t 
the next scene is singularly unre- nearly as bad. The manual comes 
warded by two-and-a-half with a genuinely useful selection 
seconds of interesting graphics, of tips for each stage and a 




Make a jump for the rope! 


complete explanation of how to 
get past the first stage which 
might well stop some less keen 
people tearing out their hair in 
apopleptic rage. That doesn’t 
mean it’s easy, or I like this sort of 
thing, but it’s nice to see desig¬ 
ners making real improvements to 
their software. Don’t buy this ex¬ 
pecting fluent gameplay, but it is 
possible to get a reasonably satis¬ 
fying distance into the game with¬ 
out giving up other activities like 
sleep, work, school etc. 

The storyline isn’t exactly War 
And Peace - space hero defeats 
monsters to rescue girlfriend - but 
there are plenty of decent twists 
and suprises to make it a little 
more than a slide show. If your 
nose is still pressed up against the 
glass of your local dealer’s win¬ 
dow as you stand transfixed by 
this miraculous feat of computer 
programming I would still think 
once or eight times about shelling 
out the asking price for this sort of 
entertainment. Buy Space Ace to 
impress, dazzle, amaze or over¬ 
whelm, but don’t buy it to play, 
certainly not at this price. 

Mark Heley 


SOUND 90% 
GRAPHICS 97% 
GAMEPLAY 31% 
PLAYABILITY 29% 


































C.U. SPECIAL OFFER 




Kicking yourself 

BECAUSE YOU 
MISSED A 
COPY OF 

cu...? 


WELL NOW'S YOUR CHANCE TO STOP! 


THANKS TO THOSE VERY NICE MEN 
AT C.U. YOU CAN NOW COMPLETE 
YOUR SET 

SPECIAL ORDER COUPON 

NAME . 

ADDRESS. . 


PLEASE SEND ME THE FOLLOWING 
BRILLIANT ISSUES: 

□ AUG 89 □ SEPT 89. □ OCT 89 □ NOV 89 □ DEC 89 □ JAN 90 
I HAVE CHECKED THE APPROPRIATE BOXES AND ENCLOSE A CHECK FOR (NO OF 
ISSUES x £1.30) 

MADE PAYABLE TO "COMMODORE USER". SEND CHECK OR POSTAL ORDER TO 
COMMODORE USER BACK ISSUES, P.O. BOX 500 LEICESTERSHIRE LE99 OAA. 






WHILE STOCKS LAST! 































































The inside of a space station. 




tarflight comes 
complete with a 
photo of a hag- 
gard looking 
group of Amer¬ 
ican programmers dressed in 
spacesuits, but looking more like 
MacDonalds crew members. This 
appears to be part of a guilt trip 
designed to show how much 
sweat and honest toil has gone 
into crafting this humble program¬ 
me. All this is made doubly neces¬ 
sary because this is a game set in 
one of the dodgiest area known to 
software - it’s an Elite clone. 

The question of why someone 
is masochistic enough to attempt 
to better an all-time classic like 
this I’ll leave to clinical psycholo¬ 
gy. You begin your quest in the 
round, anonymous bowl of the 


spaceport where you have a 
minimal amount of money to re¬ 
cruit a crew and equip your 
spacecraft. This is accessible 
enough and graphically much nic¬ 
er than its illustrious predecessor, 
although it won’t set any knees at 
Cinemaware trembling. You then 
set off on an interplanetary flight 
by dragging a mouse around the 
solar system, this once again is 
easy and a big, fat clue is given to 
you on your communications sys¬ 
tem at the spaceport that the 
neighbouring planet might be 
worth the once over. 

Once you’ve established an 
orbit around the planet a revolving 
planet appears on which you can 
attempt a landing. One of the 
‘features’ of the game is the sce¬ 
nic landing series where you gra¬ 
dually get closer to the planet 
surface. A bit too gradually for my 
liking, but you can at least turn this 
effect off and just plonk down on 
the ground. You can then get onto 
your 4x4 range rover/mining 
machine and explore the surface. 
This is one of the best aspects of 
Starflight, as you zip around in 
search of bounty. Then, much like 
Elite, it’s time to return to the 
starport to flog what you found. 

The systems are detailed with a 



Dealing with an alien android. 


|i|ff 

ST RT US 

DRTE* 23 . 15-QH-HG2Q 

1 | DRMRGE : 0/ 

I 1 CRRGO : GH/. 

I I ENERGY : 3R1.R 

1 Iftl SHIELDS : UP 
| S R WERP : RRMED 

STATEMENT ==; 

j ;j CDMMU NIC RT IONS 
— / MRTHRN BRRZIL 

Question 

Posture 

terminate 


HELLO. WE CDME IN PERCE FROM THE 

PLRNET RRTH . 

RECEIUING : 

VOU HRUE BEEN DELHVED . WE WERE NOT 

PROGRAMMED FDR THIS CONTINOENCV. 


good balance of interesting and 
not so interesting planets to ex¬ 
plore which makes the gameplay 
not easy, but not loo frustrating 
either. All round, it’s an easier 
game to get into than Elite, and 
well designed. Where it loses out 
is in the space combat which is 
entirely formularised and really 
pretty dull (especially if you get 
blown away). As you progress 
your options are made clear, 
whilst still leaving you a good 
margin of choice which gives the 
game a more RPG-like touch. 

Even taking into account the 


total unorginality of the overall 
concept, EA have done an excel¬ 
lent job of making this as playable 
as possible, I don’t think it’ll be¬ 
come a classic, but Starflight 
made a very passable distraction 
and will almost certainly have you 
extracting your money’s worth of 
entertainment as easily as your 
terrain vehicle scoops up miner¬ 
als. 

Mark Heley 

SOUNDS 43% 

GRAPHICS 69% 

PLAYABILITY 81% 
LASTABILITY 65% 






































































A An arena s eye view of the action. 

◄ In the soothing hands of the physio. 


or what is only 
Goliath’s second 
product, World 
Championship 
Boxing Manager 
sets a standard of excellence that 
a lot of other companies would like 
to be seen to have. 

The reason Goliath’s games 
stand out head and shoulders 


above the rest is simply the 
amount of care and attention that 
goes into them. Take WCBM for a 
start. Doug Mathews, the man at 
the top of Goliath Towers, got 
himself a satellite dish and re¬ 
corded every single boxing match 
on the relevant satellite sports 
channels, and then studied them 
carefully to try and understand 
how a boxing match works, right 
down to how many punches on 
average will land and how many 
will be dodged or blocked. 

You take on the role of boxing 
promoter/manager, in charge of 
anything up to five boxers at any 
one time and by making all the 
relevant decisions you have to try 
and pick these boxers up from out 
of the gutter and take them to the 
lofty heights of a world cham¬ 
pionship in either the FWB league 


(Federation of World Boxing) or 
the WCIB (World Council of Inter¬ 
national Boxing). 

But it doesn’t end there. In fact, 
the game doesn’t end at all. There 
is no set pattern to follow, other 
than to move up ranks by beating 
opponents placed higher than 
you. The more impressive you 
fight, the faster you move. For 
example, if a 100 ranked player 
takes on a 97 ranked fighter and 
only wins on points at the end of 
the ten rounds, they might move 
up two places. However, should 
this player knock out the opponent 
in the 2nd round, that’s worth a 
certified leap of at least ten 
places. 

The game works along the lines 
of Tracksuit Manager, in that all 
decisions are made through high¬ 
lighting options on menus. The 
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The bright lights, the glittering prizes, the red Ferrari. 


main difference is that now you 
are no longer faced with a screen 
of boxed off text. 

Every screen has some bits 
animated, such as Goliath, the 
company cat, who makes a point 
of getting into as many screens as 
possible. 

You check the weekly rankings 
to see who’s above you. Then you 
have to look in your filofax to find 
out how good a fighter this person 
is and who their manager is. 
When you’ve found a boxeGyou 
want one of your boxers to chal¬ 
lenge, you then go to your phone 
and call up the required manager. 


Set a date and a purse percen¬ 
tage. If they agree, you then have 
to get the fight approved by one of 
the boxing boards, and you’re 
away. 

The fight itself is possibly the 
best thing about the game. You 
have a running commentary dur¬ 
ing the fight, and the power pun¬ 
ches rain down thick and fast 
while all your boxer can do is flail 
his arms hopelessly. It made me 
wince just to watch it. 

You do have a little bit of say in 
the run of the game at the end of 
each round, when you have thirty 
seconds to try and patch your 


boxer up by applying a cold iron to 
the bruising or an adrenalin pad to 
the cuts, allocating different 
amounts to each. Then you can 
instruct the boxer on which style of 
boxing you think would be best for 
this particular round, whether that 

SOUND 71% 

GRAPHICS 90% 

PLAYABILITY 94% 
LASTABILITY 93% 


C64 UPDATE 


Naturally the C64 version 
doesn’t have the same 
graphics or animation as the 
Amiga version. What it does 
have, however, is the same 
gameplay, the same involve¬ 
ment and the same level of 
addictiveness. 

The game is identical on 
both machines, containing all 
the same options and 
menus. However, a couple of 
things have been dropped, 
such as half a dozen phrases 
from the commentary, or the 
use of speech bubbles in 
favour of good old-fashioned 
boxes. 

The screens are still laid 
out in the same way, i.e. you 
still see a picture of your 
office, only now it’s more 


stylised. 

SOUND N/A 

GRAPHICS 65% 

PLAYABILITY 94% 

LASTABILITY 93% 

OVERALL 89% 


be taking it easy, jabbing to the 
head or moving out to going for 
the K.O. and fighting dirty. It’s all 
here and it all works surprisingly 
well. The A.I. routines used are 
some of the best I’ve ever seen, 
especially when it comes to 
generating the ‘proper’ reactions 
to different incidents. 

There is a lot more I could go 
into. I could explain all the subtle¬ 
ties of the game. Discovering all 
the little complexities is just part of 
the fun, and trying to master the 
fame is the rest. But don’t worry, 
you never will. An incredible pro¬ 
duct, and a great start to the New 
Year. Tony Dillon 

90 / 
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Available on: 

Atari ST & 
CBM Amiga, 


Power your way through 27 
stages of highway horror 
engaging in mile after mile 
of motorised combat. 

Bui first visit the showroom to 
choose your car. Then stop 
at the garage to equip it 
from a huge choice of 
optional extras - front and 
rear missiles, side armour, 
power steering, turbo 
chargers and anti-skid 
braking. But be selective, 
your budget is limited. 

Then take to the tracks 
ready to do battle using 
your skill, determination and 
powers of endurance to 
reach the final Supercar 
Challenge. 

Screen shots from Amiga version. 
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All mail order enquiries to: Gremlin Graphics Software Limited, Alpha House, 10 Carver Street, Sheffield SI 4FS. Tel: (0742) 753423 
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Forsooth, it’s two arachnids. 


All the King's men and women. 





elcome to Ye 
Olde arcade 
adventure. As an 
example of the 
swords ’n’ Sor¬ 
cery style of game, Drakkhen 
looks nothing remarkable, a 
bunch of four ‘adventurers’ pop up 
on screen with names that not 
even the most spaced out Califor¬ 
nian hippy would give to their 
sprogs. At least this time around 
the quest is vaguely in keeping 
with what the pundits are calling 
the ecological nineties; the elabo¬ 
rate and nicely produced booklet 



that comes as the statutory 
unasked-for extra to try and justify 
the thirty quid asking price tells the 
tale of the aforementioned Pala¬ 
din. 

Voluntarily undertaking a mis¬ 
sion to slay the last of the great 
Drakkhens, the knight has at last 
managed to dispatch the legen¬ 
dary beast. Like anyone who so 
blatantly abuses an endangered 
species, he has now been quite 
rightly executed by the Emperor. 
All you have to do is to restore the 
‘magical balance’ to the world, 
that the overzealous quester 
caused. 

To move around the 
Archipelagos-Wke landscape, you 
change to GROUP mode which 
allows you to maneouvre with the 
aid of a joystick. Every time you 
come to an encounter the mode 
goes automatically back to CHAR¬ 
ACTER and the four characters 
pop up. The rest of the mechanics 
breaks no new ground there’s 
character sheets, a choice of 
weapons and nine icons for a 
range of actions. Drakkhen looks 
to be aiming at quality rather than 


innovation, which is OK but unfor¬ 
tunately that brings us to the 
gameplay. 

Try and get into the dungeon 
which you start in front of, and a 
shark leaps out of the surrounding 
moat and then there were three. 
Err off the path and touch on a 
lake and splosh!, then there were 
two. Bump into a cross and a 
huge, indestructible hound’s head 
appears and the rest of the party 
is Pedigreee Chum. A bit of diffi¬ 
culty can often make for an in¬ 
teresting game challenge, but 
Drakkhen is totally out of order. 
One encounter and your party will 
be lucky to hobble off even badly 
mauled. 

Combat is just straightforward 
computer tallying with minimal 
visual interest. The scenery is 
samey and interesting ‘happen¬ 
ings’ run at about once every 
three loads. Drakkhen should 
have a lot going for it, but it has 
turned out as adventure by com¬ 
mittee. Given a few weeks free 
with time to stumble forward in¬ 
ches at a time, Drakkhen might 
turn out to have hidden merits, but 



A pointy, star-lit castle. 


to find them you’d have to be the 
sort of compulsive adventurer who 
wouldn’t be dissuaded by a bad 
review in the first place. Games 
like this have to be judged up- 
against the AD & D series and the 
comparison is not flattering. 

Mark Heley 




GRAPHICS 65% A m \ ^ 

SOUND 43% #1 %■ / 

PLAYABILITY 34% ■ 

INSTABILITY 56% fl / C 


































Missing out on Commodore User is pure torture. Don’t go through the agony 
of waiting for your favourite magazine to arrive each month, because we’il 
deliver it straight to your door. For just £17 a year we’ll save you a lot of 

suffering. Know what we mean? 


i 


! 

» 


Please start my subscription from the 
Tick appropriate box 


issue. 


I enclose my cheque/postal order 
payable to COMMODORE USER 
for£. 



□ One year UK & Eire £17.99 

Q One year Europe £29 (Surface Mail); £38 (Air Mail). 

□ One year rest of World £29 (Surface Mail); £50 (Air Mail). 

Return to COMMODORE USER SUBS OFFER, Subscriptions Department, 

P0 Box 500, Leicester LE99 OAA. 

Or ring our special 24-hr Orderline Service and quote your credit card number. 
Tel: 0858 410888. 

ENQUIRIES: 0733 555161. 

O 


Please debit my Access/Visa Account. 

Amount £..Expiry Date. 

Card Number. 

Name. 

Address... 


Signed 




































COP 


SERVICES 


C44DO 


enomsE 


£4100 


Booy 


FUEL 


OO 




easassj 


ENG BOO FUE TVR 


£320150 a. O fftczte Parsoc 


Co/ anything in yellow? 


EKI1 


How much for a sunroof? 


repare for the 
roar of the en¬ 
gine and the thrill 
of the race in 
Gremlin’s latest 
Amiga offering, Super Cars. Take 
your seat and get ready to com¬ 
pete with some of the toughest 
drivers on the circuit. 

Super Cars is based heavily on 
Super Sprint but also has some 
unique twists. You have a choice 
of seven cars to race in but, as 


you would expect, the faster the 
car, the more dosh you pay. A 
nice touch is that you can haggle 
with the salesman to get a few 
grand knocked off. 

Add-ons can be purchased to 
give you an unfair advantage. 
These include missiles, power 
steering, speed-ups and armour. 

Once you’re satisfied with your 
car it’s off to one of the nine race 
tracks. The action is viewed from 
above and the screen scrolls to 
keep the player’s car central — 
another difference from Super 
Sprint. Between four and nine 
computer cars take part, and you 
must finish in the top three to 
avoid disqualification. 

Graphically, Super Cars is ab¬ 
out average for this type of game. 
The car would look more at home 
on a 64 but the track graphics are 


never very far from reasonable. 
The option screens are a different 
matter, plenty of detail, lots of 
variety and some really excellent 
designs. 

Although there are very few 
spot effects there are several 
Chain type tunes but even these 
start to sound similar and grate on 
the ears. 

Super Cars is instantly hook- 
able. A good control system 
means the players can get straight 
into the game, the excellent pre¬ 
sentation also helps. The well 
gauged difficulty level keeps the 
player hooked until ... it hits you 
— Super Cars is one of those 


repetitive games that falters after 
only a few hours. As you progress 
nothing new is added. 

A two player option would have 
helped enormously but I’m afraid 
that as it stands Super Cars gets 
the thumbs down from me. 

Mark Mainwood 


SOUND 60% 

GRAPHICS 70% 
PLAYABILITY 80% 
LASTABILITY 58% 
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Value for money 

9 After receiving an Amiga 
500 for Christmas I decided to 
buy every magazine that 
featured the Amiga that 
month. This was rather 
expensive so as I read each 
mag I was looking for value 
for money. Some cost nearly 
three quid with a disk on the 
front, full of useless junk and 
the disk was thrown straight 
onto the To be formatted 
pile'. 

Finally I arrived at the 
conclusion that for only £1.30 
CU is the best mag around for 
the Amiga. To improve the 
mag even more how about a 
High Score Table and some 
budget reviews for those of us 
owning Lambourghinis and 
villas in Spain? 

I have four questions : 

1. After upgrading from a BBC 
the only thing I miss is a 
game called Elite, is it 
available on the Amiga? 

2. Can you buy extra mission 
disks for F/A18 Interceptor? 

3. How old is Commodore 
User? 

4. Which game has received 
the highest ever rating? 

Thanks again for a great 
mag which I will be buying 
regularly from now on. 

5. P. Harris , 

Stansted, 

Essex 

Welcome aboard! 


1. Ties, on the Firebird label. 

2. No. 

3. Six years. 

4. Falcon's Mission disk 
( 98 %). 


A good kicking 

O Thanks for an excellent 
mag and your extensive 
Amiga ONLY (of 16-bits) 
coverage. 

Tm pleased to see that 
you're also quite fond of Kick 
Off. Now let me tell you a tale 
of two sweaty joysticks and 
one disk of Kick Off. Kick Off 
really is a good laugh, as 
Morten (a friend of mine) and 
I have discovered 
through numerous hours of 
play. Today, I did all the 
laughing. First you had 
Morten's keeper, ball in hand, 
which he tossed into play. 

Sad thing for Morten though, 
was that the player to whom 
he tossed it stood behind the 
keeper, so the ball went into 
the wide open goal mouth. 

The second laugh I had at 
Morten's expense occurred 
when I was leading 2-1. 
During injury time Morten 
made a clean shot, and the 
screen scrolled upwards. 
Everyone could see it was 
going to go in because the 
keeper was doing some sort 
of bird routine instead of his 
job. The ball crossed the line, 
and the final whistle blew — 


the ref had declared FULL 
TIME just before the ball 
crossed the line — and it was 
still 2-1! I almost laughed my 
liver out of my left nostril, 
while Morten tried to smash 
my wardrobe door with his 
forehead. 

Credit must go to Anco for 
Kick Off. It's out of this world. 
It's always good for a laugh, 
epecially when combined 
with some Tuborg. I've never 
had so much fun with any 
computer game. The 
question is, will I ever again? 
H C Mikkelsen, 

Skjern , Denmark 


Quality control 

9 Being a regular reader for 
some time now I have 
decided to write and 
comment about the quality of 
Amiga software which is 
currently on the market. 

Top marks are awarded to 
Ocean for their excellent 
arcade conversions such as: 
Robocop , Dragon Ninja , 
Operation Wolf, and just 
recently the totally brilliant 
Operation Thunderbolt 
which received a well 
deserving Superstar. If this is 
the shape of future 
conversions and original 
concepts, then they can rely 
upon everyone's support, and 
I know I speak for the 
majority of us humble 16 bit 
owners. Looking through the 
January issue I discovered a 
slight shortage of 8 bit 
reviews, in fact, there were 
none, but the quality of over 
half of those 16 bit reviews 
were of very high standard. It 
is a superior machine so it 
should have products that 
match its capabilities. If only 
other software houses would 
follow Ocean's example we 
could possibly see a new era 
in computer software, 
maybe? 

Secondly, in my opinion 
the new CU image is great! It 
caters for all tastes e.g. Buzz 
for the user who likes to keep 
up to date with the software 
market, an adventure section 
for the adventure fanatic, Play 
to Win to help the failed 
gamester, also Tommy's Tips 
to help people with their 
technical problems, and also 
brilliant in-depth reviews. If 
CU keeps up this outstanding 
quality it will retain it's title of 
"No. 1 Amiga mag" for a long 
time to come. 
Congratulations to the CU 
team for producing such an 
excellent magazine. 


Lastly, I would like to know 
where you got the idea for 
your poster/calender 
(January issue), and what is 
the picture of? Keep up the 
good work!!! 

Martin Swann 
Beccles, Suffolk 


Thanks for the compliments. 
What better time to have a 
poster/calendar? The shot 
was inspired by nothing in 
particular. 


Aussie whinge 

0 I think it is about time that 
ST owners stopped 
rubbishing Amiga owners and 
that Amiga owners should 
stop rubbishing ST owners. 

True, the Amiga has better 
graphics and sound 
capabilities, but that does not 
mean it is any better. The 
Amiga lacks the built in MIDI 
facilities the ST has, and I am 
sure that the ST is built to 
last, unlike the Amiga. My 
first one broke down three 
times because of a fault 
within it, and Commodore 
had to replace it. The second 
one's graphics chip has 
worked itself loose no less 
than three times. 

I would also like to make a 
comment about the way you 
review games. It would not 
surprise me if you gave Space 
Quest 1100% for graphics. 

You should stop being 
lenient, and start coming 
down heavily on crappy 
games. In your October issue 
you gave Xenon IT s graphics 
90%!!!!! The screen shots 
must have been printed out 
on a lousy dot matrix then, 
because they looked awful. 
Anyway, Xenon was crap, so I 
don't see how Xenon II could 
have been any better. 

It seems only Cinemaware 
games are worthy of high 
graphics and sound ratings. 

Just a final mention that 
your magazine is one of the 
cheapest pommy ones over 
here, although by far the best 
magazine here is the 
Australian Commodore and 
Amiga Review. 

Stephen Jones, 

Fisher > 

Australia 

You comment on Xenon ITs 
graphics and then admit you 
haven't even see it! It is better 
than Xenon and it does look 
nice. Perhaps the Australian 
Commodore and Amiga 
Review hasn't got round to 
reviewing it yet though ... 

























Look out, Beverly Hills 
Here comes Axel Foley ! 

The hero of "Beverly Hills Cop" and "Beverly Hills Cop II" is back in Beverly 
Hills - and this time he‘s working on a case that's a real stumper! He's going 
to stop the crime of the year, unless an army of trigger-happy gunmen stop 
him first ! 

You'll roar down crowded city streets, race against time to stop a daring rob¬ 
bery, stalk armed killers, hunt for clues to a bizarre crime, and fight for your 
life again and again in this high-speed action adventure starring the fast-talk¬ 
ing, quick-shooting detective. 


AVAILABLE ON: 

ST £24.99 AMIGA £24.99 PC £24.99 CBM64 CASS £9.99 
CBM64 DISK £14.99 AMSTRAD CASS £9.99 AMSTRAD DISK £14.99 
SPECTRUM CASS £8.99 SPECTRUM DISK £14.99 


Tynesoft Computer Software Ltd., Addison Industrial Estate, Blaydon, Tyne & WearNE21 4TE. U.K. Tel: (091) 414 4611 
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n the dead zone 
after Christmas 
you begin to 
wonder if any 
good software is 


going to appear again, or whether 
you’ll have to wait another 365 
days for something worth playing. 
P-47 may not be the answer to 
your prayers, but it’s certainly 
worth a closer look. 

Jaleco’s 1988 coin op is the 
subject of all the action. Based on 
the Republic P-47 Thunderbolt, a 


USAF fighter known as the ‘Lead 
Sled’, which saw action during 
WWII, it’s a standard horizontal 
shoot’em up. 

You take control of the plane 
and fly it through eight levels of 
action, facing enemy ground and 
air attack in the shape of fighters, 
bombers, tanks and gun emplace¬ 
ments. Each level has a superior 
obstacle to overcome before you 
can progress — a heavily de¬ 
fended train for example at the 


Microprose 
Price: £24.99 





























AMIGA 



SCREEN 

SCENE 


Sound is limited to a tiny tune 
explosions and the odd spot effect 
when you pick up extra weapons. 
As far as playability goes I found it 
pretty frustrating with little room 
for manoeuvre. P-47 is hard, no 
doubt there. 

P-47 clearly, isn’t worth climb¬ 
ing mountains for. It’s competent 
considering the original was no¬ 
thing special — a second division 
coin-op at best. Sometimes it 
works to convert a minor arcade 
game as with Silkworm, but then it 
has to be done perfectly. P-47 
just doesn’t quite make the grade 
on that count either. The question 
is, whether you’re desperate 
enough for a new blast. Take my 
advice and look elsewhere. 

Mike Pattenden 



end of level one. 

Extra weaponry is made avail¬ 
able as you bring down enemy 
helicopters, with bombs, spray 
missiles, speed ups and dirqct- 
able fire and even extra lives left in 
the air for you to fly into. Speed 
ups are crucial because your P- 
47 is a sluggish beast, whilst 


directable fire is of the greatest 
benefit for combat allowing you to 
chuck out bombs in any direction 
you choose to fly. 

Graphically P-47 is nothing 
special. Little concession is made 
to accuracy in scale or detail, 
whilst the colours rely on bright¬ 
ness more than taste and realism. 


SOUND 61% 
GRAPHICS 75% 
PLAYABILITY 76% 
LASTABILITY 70% 



































jo here it is. Conclusive proof that Keith 
/ Campbell refreshes the parts that no other 
adventure columinst can reach. ‘There’s no 
* ^ place on Earth that Keith cannot help,’ we 

said last month, and this time round Comment comes 
from the rapidly changing Eastern bloc. 


BARD S TALE 

What would you say if you came 
across a magic mouth on the second 
level of a castle? John van der 
Woulwek of Assumburg in Holland is 
dying to find out! 

But will it do John any good if he 
does find the words he seeks? Peter 
Gawthorpe has been wandering 
around Mangar's Tower for many 
moons now, with seven such words. 

He started typing them all in with 
spaces between, only to find he ran 
out of space before reaching the end. 
Then he tried without spaces, and got 
the same result. As only one go at 
typing them in is allowed, he is getting 
a little miffed at constantly having to 
start again. 'Please help, I ; m becoming 
desperate!' he says. 

BARD S TALE III 

In this month's clues section, you'll 
find a quick way of advancing 1st level 
characters to 35th level in five minutes 
flat, thanks to Mike Freame of Eltham, 
in Victoria, Australia. 

Now Mike would like some help in 
return. He has placed the heart in 
Valerian's chest cavity, and managed 
to get it beating by using the Arefolia 
leaf and Water of Life. Now he needs to 
know how to get Valerian's Bow and 
the Arrows Of Life, so he can progress 
to the next task. 


SHADOWGATE 

Kjetil Hjelen of Vikebukt in Norway has 
a few questions on this popular icon- 
driven adventure: 'Why is the ladder so 
weak? Is the lab dog hiding something 
and how do I get past him? The large 
blocks of stone keep squeezing me — 
how on earth do I get inside the hole?' 

JOURNEY 

Marcus Lagergren of Alvsjo in Sweden 
is one of many who thought he could 
get by on his knowledge of Elvish. He's 
tried out his best tourist phrases, like 
'Tag-la' and 'Valen b'ran', on the wood 
elf, but now he has run out of 
conversational chit-chat. Yet the wood 
elf looks at him expectantly, 
apparently hoping for another 
linguistic gem. What should he say? 

THE VALLEY 

If you are blessed with the words, utter 
them in writing to me at The Valley, 
CU, Priory Court, 30-32 Farringdon 
Lane, London EC1B 3AU. And thus 
also, if your adventure lies idle, and 
you seek the keystrokes with which to 
restore it to life. 

COMMENT 

Campbell’s Comment: Perhaps the 
greatest pleasure in writing Into the 


Valley comes from the many letters I 
receive each month from all of you 
out there. Your letters come from 
far and wide, and provide 
interesting and often amusing 
comment on the world of 
adventure, and sometimes on the 
world in general. 

Over the last six months, 
excluding the UK and Eire, at the top 
of the Valley mailbag ratings comes 
Norway, with 10% of all letters 
received, closely followed by 
Netherlands, with 8%. The list 
continues with Australia, New 
Zealand, Belgium, Poland, Sweden, 
Italy, Malta, Spain, Cyprus, 

Guernsey, Malaysia, West Germany, 
Thailand, Botswana, Abu Dhabi, 
Greece, and Hong Kong. 

The truly international spirit of 
adventure is borne out by coundess 
examples of readers from different 
countries helping each other 
through these pages. If, for 
example, you write for help from 
Thailand, don't be surprised if you 
read a clue in the Valley from 
someone in Norway! 

As I write this, over the Christmas 
period, I look forward with pleasure 
to the possibility of welcoming a 
whole new band of adventurers 
from Eastern Europe. It may take 
time before sufficient quantities of 
computers, software, and 
magazines are within your reach, 
but if you are out there reading this 
now, we would ALL of us love to 
hear from you, and for you to join in 
our fun and frustration in playing 
adventures! 


INTO THE 


















Which brings me nicely to the 
latest letter from Lodz in Poland. 
Krysitof Struszczak, a regular CU 
reader now for over a year, talks of 
the most popular adventure in 
Poland, and explains how life has 
changed in recent months ... 

★ Chrono Quest is extremely popular 
here. I can understand why typical 
adventure games are not so popular — 
they require a good knowledge of 
English language, while icon-driven 
games are easier to play. At one time I 
was disappointed with Chrono Quest 
graphics. Well, I can now understand 
why! I have a 'green' monitor and they 
look really bad! On the colour one they 
are beautiful! 

East Europe countries are now 
more open. Poland, Hungary, USSR, 
and recendy also such communist 
countries as Czechoslovakia, Bulgaria, 
and GDR. The only exception is still 
Rumania {Ed — This letter was written 
on 4 December) but this country 
reminds me rather of a prison. 
Recently one of our magazines ran a 
review with some people who escaped 
from Rumania. They said that people 
there receive very small amounts of 
food — it is nearly impossible to 
survive with it and 15% of all people 
are members of secret service! 

We have had some strange changes 
of dollar rate. It was worth about 10000 
zloties, and then suddenly its value 
started falling down. It reached 5000 
zloties on a critical day. Everything in 
dollar shops became very cheap! For 
example, a bad quality colour TV (ie 
Polish or Russian made) cost about 
$600 in zloties on that day, while in the 
dollar shops good TVs by Sony were 
available at prices even lower than 
$300. 

You can imagine what has happened 
— every kind of electronic equipment 
and many other goods were sold very 
quickly from these shops. A few days 
later, and they're still completely 
empty — no TVs, no videos, no tape 
recorders, no computers. 

Here are some examples of changes 
in Polish life : some monuments of 
well-known communists have been 
removed; we have new kind of TV 


news, we have more independent 
magazines and Police not Milicia as 
was the case up till now . . . and much 
more. 

Best greetings from your friend in 
Poland, 

Chris. 

Campbell's Comment: Chrono Quest , 
eh? (Gulp!) Have you found the 
Amiga bug yet? Thanks for a letter 
full of interest — keep writing! And 
now for something completely 
different. .. 

★ Twas a time of wonders. The Seas 
doth glow in the dark, especially in the 
vicinity of Sellafield, and babes-in- 
arms didst form pop groups and wail 
most musically. Also in this time didst 
a man of wisdom roam ye 
computerised dimensions in his quest 
for adventure. A member of the Guilde 
Of Thieves, a Gnone Ranger, and an 
honorary Fish , he didst blaze a trail 
and give aid to all as would follow. And 
he was called 'Keith the Concerned'. 


And it came to pass that one was 
vexed most foully in the lands beyond 
the keyboard, and he didst beseech 
Lord Keith for aid in the following: 
How and where do I get that soddin' 
dwarf in Heroes Of Karn? How do I get 
Harg to obey me in Venom? 

I can't even get out of the valley in 
Majik! What does the village idiot 
want? How do I recharge my magic 
sphere? Any ideas on how to work 
police computers? The instructions in 
Sydney Affair don't work! 

. . . and he did write unto Keith, 
a-telling of his woes and didst ask for 
answers, for truly he was right up a 
well-known creek without any means 
of locomotion . . . 

And that miserable pleader was 
Tony Griffin , 

Dublin. 

Campbell's (concerned) Comment: 
Get thee back to thy keyboard, oh 
brave adventurer, and toil, for I 
know not the truths that thou 
seekest. 


ADVENTURE CLUES 


INDIANA JONES AND THE LAST 
CRUSADE: 

To remove the plug, use the hook, 
and then use the whip on the hook, 
which is on the arm of a skeleton in 
the catacombs. 

POLICE QUEST: 

To deal with the drunk: ask for 
licence, tell him to get out of car, 
smell his breath, administer FST test, 
handcuff him, read him his rights, 
and tell him to follow you. Open the 
back door of your car to let him get 
in, then drive him to the jail. 

SHAPOWGATE: 

To cross the lava open the book and 
use it to operate the statue. Use 
Illuminaris to pass the gargoyles. 

EUREKA CARIBBEAN: 

Get through the wooden door by 
spilling oil on it and setting it on fire. 
Then use an extinguisher, and go 


through the hole. 

BARD'S TALE III: 

You need a party with enough 
experience points to kill Brilhasti, 
plus one 1st level character. Go to the 
temple of the Mad God, and when 
asked for a name say SHADOWSHIV. 
This will get you into Brilhasti's 
Dungeon. 

DO NOT KILL ANYTHING — your 
zero experience character MUST stay 
at zero points! Cast APAR and 
teleport Sll, W12, Dl, and descend 
through the portal in the floor to 
Brilhasti's level. Advance until you 
reach Brilhasti's chamber, then 
move around until you find him. 
Fight him, and do it well, because it is 
the only chance you'll get. When you 
have defeated him, you will be 
teleported back to the Review Board, 
and your 1st level character will have 
enough points for 35th level. 





















INTO THE 


Electronic Arts 

Amiga 

Price: £24.99 


There's no clearly defined 
way to sum up the plot of 
Hound Of Shadow. Set 
around the start of the twen¬ 
tieth century, it's a combina¬ 
tion of occult belief, aris¬ 
tocracy and five cent novels. 
As it winds a twisting path in 
true H P Lovecroft style. The 
plot alters subtley according 
to the side your character 
takes. You can opt to get 
involved in occult rituals, or 
help stamp them out, it's 
completely down to you. 

Hound Of Shadow is de¬ 
scribed as a Role Playing 
Game, and in true RPG tradi¬ 
tion it is necessary to either 


SHADOW 


select one of the three sup¬ 
plied characters or create a 
new one. I created a Mr Keith 
Campbell, a handsome, in¬ 
telligent, healthy freelance re¬ 
porter, with considerable 
knowledge of electrical en¬ 
gineering and the occult. 

Now able to enter the game 
properly, I was surprised to 
find myself playing what 
seemed much more like an 
adventure than a typial RPG, 
with screenfuls of detailed 
text and a 'What Now?' 
prompt. Typical adventure 
commands are used, and 
although the parser accepts 
complex commands, talking 
to other characters proves 
very difficult. But progress 
through the game doesn't so 
much depend on solving 
mind-boggling problems, as 
using commonsense, re¬ 
membering what you've 


HOUND OF 

















































learned, and learning to keep ways in which the scenario 
appointments. can end, and most of them 

Play is in real-time, and at are unsuccessful. Characters 
first this is a little unnerving, can be saved, and used in 
since often you seem lost as future games in the series, 
to how to fill spare time. But But once a character is dead, 
whereas in an adventure, it's it really is dead, and cannot 
deceptively easy to think you be used again, 
are getting somewhere for The text faithfully conveys 
little effort. Here good use the atmosphere of Edwardian 
can be made of a WAIT UNTIL London, as do the graphics — 
command to move on to the full-screen sepia-toned pic- 
next important bit of busi- tures that load in at a prompt, 
ness. And as the story de- Hound Of Shadow is a com- 
velops, the player's achieve- plete departure from tradi- 
ments are displayed with a tional RPG and adventure, yet 
WHAT DO I KNOW command, employing the popular fea- 
rather than SCORE. tures of both formats. Couple 

A fairly sophisticated range that with a well-researched 
of attributes can then be and chilling story that's full of 
assigned to the different char- atmosphere, and it's got to be 
acters. These have a subtley a winner amongst people 
different effect on the way the who prefer Lhought- 
story is told, and possibly on provoking games! If that's 
its outcome, depending on you, go out and buy it now! 
the mix. There are numerous 

GRAPHICS: 84% 

PLAYABILITY: 89% / 1C W / A 

PUZZLEABILITY: 50% M / 0 




























TO ADVERTISE IN SELL-OUT CALL FIONA McMAHON ON 01-251 6222 
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For die wackiest piece oflineage — 
either computer games related 
or non-computer games related! 

A C.U. POLO SHIRT 

AND 




HIRE SOFTWARE FOR 
FREE!!! 

NOW WITH FREE MEMBERSHIP 

Amiga and CBM64 computers 

(please state computer type) 
send LARGE stamped addressed 
envelope to: 

STARLITE 
273 LONDON ROAD, 
NORTHWICH 
CHESHIRE, CW9 8HD 


CARRY-ON SERIES OF SPORT. Keep 
records of your favourite sports events. 
European Golf, England Test Cricket, 
and League Soccer. Ideal for 
Spectator, Armchair and Computer 
enthusiasts. Send £4.95 (p&p inc.) 
stating pack required to: M.P.S.l, 2a 
Cherry Tree Close, Southmoor, 
Abingdon, Oxon. 0X13 5BE. 


AMIGA: Back-up all your favourite 
software with this simple, fast and easy 
to use software with a 99.9% success 
rate. All this for only £10.00. Send 
cheques and p/o's to P. Wilson, 11 
Lingfield App., Leeds LSI 7 7HL. 


A HIGH TECH WATER WATCH 




To enter, dll in the form below and 
return with cheque or postal order. 


Ar 


AMIGA CONTACTS WANTED 
WORLDWIDE. Buyers and Cool 
Swappers write to: Thomas Torp, 
Skogbrynet 16c, 0283 Oslo 2, Norway. 
Disks with Hot-Stuff = 100% answer. 


AMIGA USER wants fast contacts. 
Send disk list or letters to G.J. Vervenne, 
Weyen 69,5389 HM, Nistelrode, 
(Holland). 100% reply. 


C64 PUBLIC DOMAIN. Demos, games, 
music, etc. For list send SAE to: 
S.W.S.(CU), 185 Callowbrook Lane, 
Rubery, Birmingham B45 9TG. 


AMIGA USER WANTS new contacts all 
over the world. Send disks, lists or letters 
to: Frode Krogstad, N-7089 Melhos, 
Varmbo, Norway. 


VIRUS FREE PD 


I-• 

i CLASSIFIED ORDER FORM 



Lineage — 25p per word to private Idlvlduals — 20 words min. 

40 words maximum. 35p per word to Trade. 20 words min. — 40 wordsjrnaximum 
Semi-display — £13 for S.C.C. Ring 01-251 6222. 

All classified and semi-display advertising Is pre-payable. 

When paying for advertisements please add on 15% for VAT. 


Warning 

It is illegal to sell pirated copies of computer games The only software 
that can be sold legitimately through out classified section are 
genuine tapes disks or cartridges bought from shops or by mail order 
from software houses Commodore User will press for the maximum 
penalties to be brought against anyone breaking these rules We 
regret that due to large scale swapping of priated software we can no 
longer allow swaps of tapes, disks, or cartridge in our classified section 


All classified ads are subject to space availability. 


PLEASE PRINT CAPITALS 

I enclose cheque/P.O. for £ made payable to Commodore User. 

Name. 

Address. 

Total number df words. 

Post to AD. DEPT. COMMODORE USER, 30-32 FARRINGDON LANE, EC1R 3AU. 


PUBLIC DOMAIN SOFTWARE FOR THE AMIGA 


DEDICATED TO THE TOTAL ANNIHILATION OF VIRUSES 


FREE MEMBERSHIP ALMOST ANY PD SOFTWARE AVAILABLE 

£ 2.25 PER DISK £20.00 FOR 10 DISKS 
Catalogue disc available for £1.50 or free 
when you send your own disc. 

ALL DISKS ARE INDIVIDUALLY TESTED TO ENSURE THAT 
THEY ARE DISTRIBUTED VIRUS FREE. 

WE WELCOME OVERSEAS ORDERS. 

(SPECIAL INTRODUCTORY OFFER TO NEW MEMBERS) WITH YOUR 
FIRST ORDER OF 5 OR MORE DISKS, WE WILL INCLUDE OUR VIRUS 
KILLER DISK AT NO EXTRA CHARGE 
VIRUS FREE PD. 23 ELB0R0UGH ROAD, M0RED0N, 
SWINDON, WILTSHIRE, SN2 2LS. ' 

Tel: 0793 618343 (daytime 0793 512073) 


ADVERTISEMENT INDEX 


Accolade. 

.31 

Mirrorsoft. 

.4 

Castle. 

.46 

Ocean....2,3,8,44,84,98,99 

Datel. 

...34,35,82,83 

Prism. 

.75 

Domark. 

.12 

Silica Shop. 

.79 

Elite. 

.22 

Sixteen Blitz. 

.36 



Software Superstore 

.60 

Goliath.. 

.92 



Gremlin. 

.52 

Turbosoft. 

.38 



Tynesoft. 

.57 

Harwoods.... 

.66,67 

US Gold. 

14,100 

Microprose... 

.24,25 


.38 

Microsnips... 

.37 

Worldwide Software 


TO ADVERTISE IN SELL-OUT CALL FIONA McMAHON ON 01-251 6222 
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Activision/ 
Sierra On-Line 
Amiga 
Price: £29.99 


In the latest episode of the 
ever popular King's Quest 
series, King Graham of Daven- 
try has fallen gravely ill, and 
his daughter, Rosella, fears for 
his life. The image of the good 
fairy Genesta appears in the 
King's magic mirror, offering 
to help Rosella to find a magic 
fruit which alone will save her 
father's life. However, Genes- 
ta's powers are being under¬ 
mined by the loss of her talis¬ 
man, and without it, she too 
will soon die. 

The talisman is in the pos¬ 
session of the evil Lolotte, 
whose castle, by happy coinci¬ 
dence, is located on Tamir, the 
very same island on which the 
magic fruit tree grows. So, 
using her rapidly failing pow¬ 
ers while she is still able, 
Genesta carries off the prin¬ 
cess, disguised as a peasant 
girl, to Tamir, from where she 
departs, flying off to a nearby 
island to rest up in her palace. 

King's Quest IV has what I 
consider to be the best 
graphics and music from Sier¬ 
ra to date. Rosella's animation 



is superb. She can crawl, 
swim, and jump, and when 
she walks her long plaits, 
when viewed from behind, 
sway realistically from side to 
side. 

As in all Sierra adventures, 
the waiting time when pic¬ 
tures, sound, and animation 
are loading from disk, tends to 
spoil the flow of play, although 
the picture caching in KQIV 
does help to mitigate this a 
little. 

Perhaps the most dis¬ 
appointing feature is the fact 
that Sierra still haven't learnt 
how to give subtle hints in the 
text to help the player along. 
There are two types of puzzle 
that would benefit from such 
hints. 

The first type is where the 
player finds himself at the 


end of a long play sequence, 
only to discover he hasn't an 
object he needs. The where¬ 
abouts of some of these ob¬ 
jects can only be discovered 
randomly. For example, there 
is no way the unicorn can be 
delivered to Lolette without a 
bridle, but in order to find the 
bridle, Rosella must first be 
swallowed by a whale. The 
trouble is the whale doesn't 
always appear when Rosella 
is swimming and so the 
whole game can be jeopar¬ 
dised by an event of which the 
player is unaware. 

Secondly, there is the 'abso- 

GRAPHICS: 95% 

PLAYABILITY: 81% 

PUZZLEABILITY: 71% 


lute bafflement' problem. This 
is the kind where the player 
knows something needs to be 
done but no obvious or parti¬ 
cularly logical action comes to 
mind. For example, the fisher¬ 
man and his wife are a fairly 
miserable couple, and it trans¬ 
pires that business is bad — 
the fish haven't been biting 
lately. There is just no hint of 
what is expected of Rosella, 
and the benefit of even any¬ 
thing at all only becomes 
apparent after the random 
whale incident — if the player 
is lucky enough to run into it. 
If only the fisherfolks' con¬ 
versation had included a re¬ 
mark along the lines of: "No¬ 
thing short of a few diamonds 
will get us out of trouble now 
. . ." the bafflement would 
have been replaced by a de¬ 
fined puzzle — get the di¬ 
amonds! 

Despite this, King's Quest IV 
is an enchanting adventure 
with some real fairy-tale pic¬ 
tures and magical happenings. 
Even playing the game 
through knowing the solution 
is not easy, and little of the 
enjoyment is lost. For fans of 
previous KQ's it's a must. 






























great value Powerplay Packs, including mega 
releases such as BATMAN THE MOVlC NEW 
ZEALAND STORY etc. etc. 

When you look at the list of over 20 extra items 
ITS GOT TO BE THE BEST DEAL DEALIN' DIEGO, 
YOUR AMIGA AMIGO, HAS EVER COME UP WITH! 
REMEMBER, ALL OUR PACKS CONTAIN AMIGA'S WITH 
THE FOLLOWING STANDARD FEATURES 

□ 512K RAM □ Mouse 

a 1Mb Disk Drive □ 3 Operation Manuals 

□ 4096 Colours □ Workbench 1.3 

□ Multi-Tasking System Disks 

□ Built-in Speech □ Kickstort 1.3 Built-in 

Synthesis □ All Connecting Cables 


THE COMPLETE AMIGA GAME? 
PACK RIGHT NOW! 

The NEW AMIGA POWERPLAY PACK now comes with OVER TWENTY 
ITEMS ABSOLUTELY FREE! This odds up to MORE THAN £400 SAVING! 

Amiga A500 Computer Mercenary Compendium SEE WHAT WE MEAN 

EJW ABOUT COMPLETE! 

Deluxe Paint II You won't need to buy anything 

Microswitched Joystick ^iTadctvTall have 
lOBkmkariMsks 
Disk Library Case AwL 

Mouse Mat g® || 

Tailored Amiga Cover JB m IK U wfl 
Tutorial Disk — JB 


BATMAN THE MOVIE 
NEW ZEALAND STORY 
FT8 INTERCEPTOR 


Ikari Warriors 


Thundercats 
Terrorpods 
Art of Chess 
Wizball 


OR SPREAD THE COST WITH 
OUR CREDIT FACHITIES 


| DEALIN' DIEGO YOUR AMIGA AMIGO 
| HAS A SOMBRERO FULL OF SOFTWARE! 

| IT'S FIESTA TIME AT HARWOODS! 


I# ft Containing the Super Powerplay Pack 
If / AND a Philips Stereo CM 8833 Moniti 
IV PLUS a Free Tailored Monitor Dust Co 


NEW POWIRPRO PACK 4 CONSISTS OF„ 

Amiga A500 Computer 

Philips CM 8833 Colour Monitor ; 

Star tOO (dour Printer V/e Mean 

'The Works’ Integrated Business fluAMeu! 

Software Package 4k* OhU... 

Ten 3.5" Blank Disks & l&iwy Case wm m 
Monitor Dust Covers gj 


NEW AMIGA AND COLOUR PRINTiR PACK 

Take our Powerplay Pack 2 and add Star’s fantastii 
LC10 COLOUR PRINTER, to give you the ultimate 
colour home entertainment computer system!!! 

Or, if you prefer an alternative 

printer from within our range, Value.., 

just deduct £209.95 ondaddihe 

Sny printeKon b/chosen) I # 


ORDERING MADE EASY ■ COMPARE OUR SERVICE 


flHANCE FACILITIES 

Gordon Harwood Computers are licensed credit brokers and 
facilities to pay using our Budget Account Scheme 
are offered on most items, API 36.8% (Variable^ 

12-36 Month credit sole terms ore available to most adults, 
simply phone or write and we will send written details along 
with an application form. 

{NB. Applications are required in advance and are 
available to full time UK mainland residents only.) 
Wn Credit terms with or without a deposit. 
But can be tailored to suit your needs. 


p ^ simply os for del^s. 

Remember after you've purchased! from Harwoods we’8 still be here... 
. . 12 MONTH WARRANTY: If goods prove to be faulty within 30 days of 

f purchase they wil be replaced with o NEW UNIT. For the remainder of ihe 
guarantee period, all warranty repairs wiH be made FREE OF CHARGE! 

COLLECTION FACILITY: Any faulty computer or monitor con be collected 
from your home FREE OF CHARGE during guarantee period (UR Mainland only} 

FULL TESTING PROCEDURE: Al computers ore tested prior to despatch, 
oi items ore suppled with mains plug where required. 


ALL OUR PRICES INCLUDE VAT 
AND STANDARD DELIVERY SERVICE 


THIS MONTHS 
SPECIAL OFFER! 

Genuine A501 Ram Pack 
Strictly Limited Offer V 
to First 200 Customers! # 


HARWOODS 


YOUR FIRST CHOICE FOR AMIGA 


: : S ' 

V ' M;; 


HARWOODS THE NAME YOU CAN TRUST 24HOIR 







































MONITORS 


PHILIPS CM 8833 STEREO 


Full 14” Stereo High Resolution Colour 
Monitor 


□ SCART Euro-connector fitted as standard 

□ RGB/AI, TTL, Comp. Video & stereo audio inputs 

□ Can also be used as a TV with tuner or VCR 

□ Features fold down tilt-stand □ Twin Speakers j 

□ FREE lead for computer of your choice 

□ ONLY FROM HARWOODS. J2 Month replacement j 
warranty for major faults 


i®Pi-£249 


NEW COMMODORE 1084 D 

Full 14" High Resolution Colour MONITOR 

□ RGB/AI, TTL Composite 

Video & Audio inputs With 4>m Sbad&otm- j 


A500. CGA PC, Cl 6-64-128 
O New Super VHS Video Input 
□ Designed for use with the Amiga 


£239 


□ Mounts on Amiga and conceals coble 
rum, fully supported on retractable legs 


GRAPHICS 

HARDWARE 


DIGIVIEW 6010 4,0 


BigSses stalk images m FUlt CCMjOUR ond 
oil fesofefte supported (memory Derailing). 
Creoles Iff and HAM fifes. Us«s 8&W or colour 


wlh 8&W mode video (orneras. 


VIDEO TO RGB SPLITTER 

Ttes stated video signal, separate red 
great and blue. Enables standard video recorder 
or door camera to dpse in ate wi& 
Dtevtew Gold {rebate dear before pause 
wit recorder)__ £109.95 


SUPER PK 

Real time frame grabber and Genlock. 
Instant cate frame grabber from moving 
video. Captur e superhigitisd video inters 
m o range of resolutions from standard 
composite video source sutb as domestic 
video recorder or video camera in 50m 
ofosecond. Includes Sente ioovaloy 
Amigo gropfecs onto moving video. 

Super PrUe.».,»£S39»9S 


COLOUR PIC 

Sane os the SUPER P!C programme 
bm without the Sente 

Greet Volue.,..£439.9$ 


t £109.95 
RENDALE GENLOCKS 
8803 WWBSMIttl £ 189.95 

amn 


MINIGEN GENLOCK 

Entry level Sente fa mite moving video 1 
picture with compota grate. Ideal far f 
tiing, no monitor required. £1 IMS 




8806 PtoifSSlOSAi £749.00 


HITACHI VIDEO CANIIRA 

Mono, 650 scan tees. £949.95 j 


PRINTERS 


are Dot-Matrix 
features... 


Ail printers in our rai 

axttjUw 

for direct connection to Amiga, 

PC’s, ST etc. and come with... 

FREE CONNECTOR CABLES! 

CITIZEN 120D FULL 2 YEAR WARRANTY 
Very reliable low cost printer, interchangeable interfaces 
available for Centronics R$ 232 or Serial Type for 
CBM 64 etc. £14 9.9$ 


N tf-lee 'lcolored Jhuii 

E Gooesi *WitU Coe/up, 
W StaA P'UttteA. flcHupUt! 



star tcio MkH mmmm 

Brand new superfast Mkll version of ihe ever 




□ Multiple font options from front panel 
0 Excellent paper handling 

□ Simultaneous, continuous and single 


STAR LC10 COLOUR 
Colour version of the LC1 

□ Allows full colour dumps from Amiga 

□ Superb text quality 

□ Can use black LC1Q ribbons 

□ Our most popular colour printer! 


STAR 1C 2410 

24 Pin vmm of the Star LC Series with 


ACCESSORIES 


COMMODORE 


BB 


A501 RAM RACK ■ >>■■■■ 

GENUINE CBM ram pack with reel time battery bocke 
add-on DOES NOT invalidate Commodore’s warranty. 
A500 ROWER SUPPLY 
GENUINE CBM power supply, also fits 128 
A520 TV MODULATOR 
Supplied with oil the necessary cobles 


£49,95 


£19.9$ 


QUALITY ACCESSORIES 


REPLACEMENT MOUSf Great Fed Only.„£29.95 

Mkroswitched mouse buttons, high resolution mechanism 
FLOPPY DISKETTES 
GENUINE COMMODORE DISKS 
Ten 3.5^..,...Commodore Quality ot Only, £14.95 

QUALITY CERTIFIED 3.5“ BULK DISKS {suppfed with iabdslj 
Ten, with library cose mm nyaTTi £9*49 

Ten, uncased llff l l lril 

Eighty, uncased Rlmiifi C49.9S 

Hundred, uncased wEwlWftll ^59.9$ 

Eighty with L0CKA8LE storage cose £54,95 

JOYSTICKS 

ZIPSTKK SUPIRPRO Professional, perfect feel £15.95 


OU R ORDER HOTLINE - 0773 836781 





VISIT OUR SHOWROOM 


. A61 Chesterfield 


Phase call to see as where oar full range of advertised products, 

AND MORE, is on sale. Come and see for yourself the amazing Amiga 
and u whole host of peripherals, software (tad accessories. 


HARWOODS 
High St, Alfreton j 


REMEMBER, WE ARE NOT JUST ANOTHER 
MAIL ORDER COMPANY. 


Alt listed prices ore what YOU PAY, and there are NO HIDDEN EXTRAS! 
VAT aad postage are included aad prices are correct at time of going 
to press, e & 0 E. 

differs subject to availability and are currently advertised prices. 


OPEN: Mon-Sot, 9am to 5.30pm 
Wed, 9am to 1pm. Sun, CLOSED 


Ml South ▼ y 


STORAGE 

DEVICES 


HARD DRIVES 


COMMODORE A590 20Mb HARD DISK DRIVE 
FOR AMIGA A500, WITH FREE 0.5 Mb MEMORY 

Commodore’s own hard drive for the ASOO 

Q Autobool with Kkksiort 1.3 
Q Sockets for up to 2Mb RAM expansion 
Q Con be expanded in 512K blocks 
O DMA access 
Q External SCSI pod 

Q SUPPLIED WITH FREE 0.5Mb MEMORY EXPANSION 

superTow Ba o1ly.Le399.oo 


A590 HARD DISK WITH 2Mb MEMORY 

O Expansion fitted and Beady To Go! 

GREAT OFFER AT ONLY.„£549.00 


HARWOODS 


ALWAYS DRIVING THE PRICES DOWN 
TO GIVE YOU EXTRA SAVINGS! 


A590 HARD DISK 512K UPGRADE 

□ Onboord, fit up to 4, in stages, giving 2Mb total 
Q Up to 3Mb when fitted with A501 

GREAT OFFER AT ONLY...£59,95 


40Mb VORTEX HARD DRIVE FOR BOTH 
AMIGA ASOO AND AMIGA A1000 

□ For both A500 and A1000 os supplied 

□ Autobaots on ANY Amiga 

GREAT VALUE AT ONLY...E499.00 


FLOPPY DRIVES 


EXTERNAL FLOPPY DISK DRIVES 

The drives listed below have the following features— 

□ £naWe/Dis<&le switch 

□ Throughput! 

□ LED Access light super quiet 

□ Suitable far A5(So, At 000, A2G00 


CUMANA aX 354 3.5” SECOND DRIVE 

□ 25mm Super slimline 3.5” drive 

A REAL BARGAIN AT ONLY...E89.95 

CUMANA «X 1000S 5.25" SECOND DRIVE 

□ Amigo DOS ami MS DOS compatible 

SAVE MORE THAN EVER...£129.95 

HARWOODS SUPERSUM 3.5" SECOND DRIVE 

□ Extra storage and great value loo! 

•SUPERLIM PRICE' ONLY...£69.95 


^SOFTWARE 


THE WORMS m.vs 

integrated word processor with spelling chedcer, spreodsheei with graphic and database 


m .95 


X-CAD DESIGNER 

Perfect choke in Compute Aided Ossip (1 Mh roqwed) 

PUBLISHERS CHOICE £89.95 

.2 w8h Artists Otece dip art and Heudteer tefsdt 

AMAS , , €R9.95 

Advented m Amiga Softer, High Quofey Sound Sampler & Midi Intefoce 
Including all necessary Software 

AI6IS • £49.95 

Grates Staler K8 me. Aegis Draw, Animate, Images, dip-Arl and 
Artte's Tomb (arfontee game) 


GORDON 

HARWOOD 


CoMP ^ er3 


GORDON HARWOOD COMPUTERS 

DEPT. CUS/B3, 69-71 HIGH STREET 
ALFRETON, DERBYSHIRE, DES 7DP 
TEL0773 836781 FAX:0773 831040 














































RESPONSES 


DEFENDER OF THE 
CROWN (M5) 

Just type in the listing, replace 
the question marks with the 
number of Soldiers/Knights/ 
Catapults you want in your 
army (0-255), then RUN 
(RETURN) and Press Play On 
tape. 

It's advisable to SAVE the 
listing before you RUN it! 

0 REM Defender Of The 
Crown Listing — By Vik 1989 

1 FOR A=4096 TO 
4203:READ B:T=T+B:POKE 
A,B:NEXT 

2 READ B:POKE 51788+C, 
B:S=S+B:C=C+1:IF B<>1 
THEN 2 

3 IFT=12036ANDS<3133 
AND S>3900 THEN SYS 
4156 

4 PRINT "DATA ERROR, 
MAN!" 

10 DATA 169,15,141,56, 
83,76,0,80,33,42,169,16, 
141,177,69,76,66,65,169 
20 DATA 32,141,63,194, 
169,36,141,64,194,169, 
16,141,65,194,76,18,193 
30 DATA 133,173,165,175, 
201,1,208,10,104,104, 
169,16,72,169,9,72,208, 
4 

40 DATA 165,173,145,174, 

200,96,169,8,170,160,0, 

32,186,255,160,16,32 

50 DATA 189,255,169,0, 

162,2,200,32,213,255, 

120,162,255,154,189,1, 

17,157 

60 DATA 1,1,189,131,17, 
157,131,1,202,208,241, 
169,16,141,134,1,76,3,2 
100 DATA 169,89,141,53, 
8,169,202,141,54,8,76, 
46,8,169,80,141,53,8 
110 DATA 169,9,141,53,8 
120 DATA?: REM SOLDIERS 
130 DATA 141,6,2,169 
140 DATA?: REM KNIGHTS 
150 DATA 141,12,2,169 
160DATA?: REM 


Remember to mark your envelope either 
‘Enquiries’ or with the correct response code. 


CATAPULTS 

170 DATA 141,18,2,76,80, 
9,1 

Vikesh Vithlani, 

Ipswich. 

SHORT CIRCUIT 
(M13) 

I have found a poke which will 
get you out of tne building 
without you getting 
deactivated. All you need to 
do is to press the CLR HOME 
key ana then the INST DEL key 
when the game has loaded, 
and — Hey Presto!!! — you are 
outside the building ana you 
are not deactivated. Plus you 
have the laser and you can 
jump. 

Christopher Peart, 

Market Bosworth. 

ALIENS (M12) 

Christopher did not say if it was 
the UK or USA version he 
wanted, here is the UK version 
anyway. 

reset the game and enter 
poke 42043,234: 
poke 42044,234: 
poke 42045,234 (RETURN) 
You now have infinite ammo 
sys 38233 (RETURN) and then 
press (RESTORE) to start the 
game 

OUTRUN (Mil) 

10 rem outrun hit by the hitman 
20 for I = 49152 to 
491 85:read A: next 
100 data 32,44, 247,32, 

108,245,169,7,141,209, 8, 
162 

110 data 16,189,24,192, 

157,25,62, 202, 208,247, 
76,16,8,169 
120 data 208,141,201,4, 
76,0,4,0 


(RUN) 

The game will load and reset 
itself when ready appears 
poke 44049,96 stops collisions 
poke 33398,32 changes 
colour on border 
poke 34320,174:poke 
34187,174:poke 37188, (1 
to 5) pick starting stage 
poke 34686,173 infinate time 
poke 33396,173 gets rid of 
road lines 

poke 36626,59:poke 
36658,22 car can not go off 
road 

poke 36679,(1 to 255):poke 
36647,(1 to 255) for speed of 
car 

sys 38045 starts the game 
The Hit Man, 

Romford 

FORGOTTEN WORLDS 
(K2) 

To kill the dragon move to the 
right hand side of the screen, 
aim at its heart and put your 
joystick in Autofire. Do not 
move your joystick; the heart 
will start to explode after a few 
minutes then tne screen will go 
blank and load level 3. 

Steven Brown, 

Gateshead. 

ASTERIX (M10) 

Here's infinite everything. 

10 L = 49152 
20 FOR X = 1 TO 10:T = 0 
30 FORY = 10TO8 
40 READ A:POKE L,A 
50 L = L+l :T=T+A 
60 NEXT 

70 READ GIF T=C THEN 90 
80 PRINFERROR IN LINE" X 
★ 10+90:END 
90 NEXT 

95 PRINT"SYS 49152 TO 
LOAD AND RUN" 

100 DATA 169,1,170,168, 


32,186,255,169,1150 

110 DATA 0,32,189,255, 

32,213,255,169,1145 

120 DATA 132,141,34,5, 

169,47,141,35,704 

130 DATA 5,162,40,189, 

37,192,157,0,782 

140 DATA 2,202,16,247, 

96,169,234,141,1107 

150DATA124,1,141,127, 

1,32,129,5,560 

160 DATA 169,24,141,51, 

91,169,2,141,788 

170 DATA 52,91,76,0,90, 

169,173,141,792 

180 DATA 92,33,141,0,66, 

169,1,141,643 

190 DATA 194,56,76,184, 

4,0,0,0,514 

(RUN) 

CASTLE OF TERROR 
(J13) 

You need two things to get into 
the castle: firstly a locking pin 
to stop the portcullis from 
slicing your head off when you 
walk under, and secondly a 
key to get into the castle. The 
locking pin is located in the hay 
cart axle, however, the game 
doesn't always let you take it. If 
this is the case then take the 
loose rung from the ladder in 
the mill. Next ao to the hay cart 
and examine the wheel and try 
to take the axle pin. With a bit 
of luck the ladder rung will 
magically turn into a locking 
pin. Secondly, you need the 
key which can be got from the 
old man inside the inn by 
giving him a drink on request, 
using the coin gained from the 
workers in the first screen. Next 
walk up to the portcullis. Open 
it, insert locking pin, walk 
forward, unlock door and 
enter the castle. You cannot 
enter the church but 
examinining it will prove 
interesting. 

Julian J Rudek. 

KNIGHTMARE (M3) 

Just obtain the spade off the 



























old man in the first screen, then 
dig the ground in the second 
screen. Go down the hole! 

CYLU (M6) 

No infinite fuel, but infinite 
lives. Reset and enter: 

POKE 39409,173: SYS 
49152 

TUSKER (M9) 

On any level, move to the 
bottom of screen right of the 
first screen of the load, and 
press FIRE on port 1 joystick. 
This puts you on the last screen 
with all necessary objects! 

M. Allen ; 

West Ewell. 

NEW ZEALAND 
STORY (J10) 

On an enquiry by Shirley Tan, 
Singapore J10,1 am sending 
this cheat which gives you 
unlimited lives during tne New 
Zealand Story. Type in the 
program, and save it for future 
use. Run the program and reset 
your Amiga (from keyboard) 
and when the hand appears, 
insert the NewZ. disk, and it 
will boot with unlimited lives. 

10 REM — CRACKED IN 
MALTA G.C., NEW ZEALAND 
STORY V2.3 — 

20 checksum = 0: total = 
1097431 crack = 348160 
20 START = 348160: FINISH 
= 348431 : GOSUB 50 
40 GOTO 90 

50 FORn = START TO FINISH 
STEP 2 

60 READ a$ : a = Val ("&h" + 
a$) 

70 checksum = checksum + a 
80 POKEW n, a ? NEXT n: 
RETURN 

90 PRINT "Your Checksum ="; 
checksum 

100 IF checksum <> total 
THEN PRINT "Data Error" : - 
END 

110 PRINT "RESET YOUR 
AMIGA WHEN READY AND 
WHEN THE" 

120 PRINT "WORKBENCH 


HAND APPEARS, INSERT THE 
N.Z.S." 

130 PRINT "AND THE 
PROGRAM WILL BOOT WITH 
INFINITE LIVES" 

140 CALL Crack 
150 data 6022,0005,500a, 
0000,0000,4afc, 0005, 

500a 

160 data 0005,5024,0121, 
00f6,0005,501c, 0000,0000 
170 data 0000,0000,203c, 
0005,503a, 4eba, OOcO, 
0879 

180 data 0001,00bf,ec01, 
4efa, fff6,41 fa, 000a, 23c8 
190 data 0000,006c, 4e75, 
0c79,6000,0006,0000, 
6600 

200 data 0018,0c79,4ff9, 
0006,0e6e, 6600,000c, 23fc 
210 data 0005,506e, 0006, 

1 Oac, 43f9, OOfc, 0cd8,33fc 
220 data OOcO, 0007,6170, 
33fc, 4ef9,0000, OOcO, 23fc 
230 data 0005,508e, 0000, 
00c2,4ef9,0007,6000,23fc 
240 data 4ef8, OOcO, 0000, 
0a98,33fc, 4ef9,0000, OOcO 
250 data 23fc, 0005,50qe, 
0000,00c2,4ef8,0400, 

2040 

260 data 33fc, 6030,0000, 
40c6,23fc, 412e, 4752,0000 
270 data 53a0,23fc, 4947, 
4f00,0000,53a4,323c, 

0007 

280 data 303c, ffff,33c0, 
OOdf, 880,0879,0001, OObf 
290 data eOOl, 51 c8, fffO, 

51 c9,ffe8,4ed0,23c0,0005 
300 data 5020,2c79,0000, 
0004,42qe, 002e, 2d7c, 
0005 

310 data 5002,0226,4eqe, 
fd9c, 2d40,022a, 4e75, 

0000 

THAT'S ALL! 

Here's another good tip. Buy 
CU regularly!!! 

Martin Conrad, 

Malta. 


ENQUIRIES 


LASER SQUAD 

I own a C64 and I have a slight 


problem with the cassette 
version of Loser Squad. I never 
have enough credits when 
buying equipment. I buy good 
armour and rubbish weapons, 
or rubbish armour and good 
weapons. 

I never have enough action 
points as well. I use them all up 
and then realise that I'm not on 
opportunity fire; some one 
ops up and blasts me. I don't 
ave a reset switch so could 
you send a listing? 

Andrew Simpson , 

Dewsbury. N1 

RENEGADE PART 1 

Please would you print a poke 
that is suitable for Reneaade 
Port 7.? I can get on to the 3rd 
level, but the boss suddenly 
rushes towards you and I find it 
very hard to hit nim. 

Paul Burgess, 

Newbury. N2 

STRIDER 

I am desperately in need of 
some help (any help) with 2 
games — Strider and 
Ghostbusters II. I just need 
something for infinite energy. 

Please help before I go 
totally mad! I own a C64 
(cassette). 

Matthew Hill, 

Wolverhampton. N3 

ALIENS US 

Could anybody help me? I 
recently got hold of Aliens (the 
American version) for my 64, 
and I'm a bit stuck. I seem to 
lose all my men on the third 
stage. Has anybody got a 
listing, or any tips to get past 
this stage? 

John Yimar, 

Watford. N4 

LAST NINJA 

I recently purchased Last Ninja 
on the 64 and I am stuck on 
Level 1 (Wilderness). I can't get 


past the fire breathing dragon. 

I would like an 
invulnerability poke or an 
infinite lives poke. 

Simon Statt, 

Barnsley. N5 

CONTINENTAL 

CIRCUS 

I recently purchased the new 
game from Virgin/Sales curve 
called Continental Circus 
(C64). I can never make it past 
Course 5 (America), so I am 
lookying for a cheat for infinite 
timing. Please respond. 

Liam O'Shea. N6 

ELITE 

Help! I've got a mega problem 
with Elite. I'm stuck on Mission 
3. When I jumped into the 
system I got a fuel leak; the 
world I'm on is consumed by a 
super nova and there is no fuel 
available, or time to jump to 
another Galaxy. In snort I've 
tried everything I can think of. 
Please could anyone out there 
tell me how to complete the 
mission, or is it mission 
impossible? My Rating is 
Dangerous and I have 98,000 
credits — it seems such a 
shame to waste it. 

LcpL Hamilton. N7 

K0R0NIS RIFT 

Help!! Can anyone help? I've 
had the game Koronis Rift on 
C64 for about 1 8 months and 
it's driving be barmy. Has 
anyone got a poke to stop 
getting hit or an infinite lives 
poke? It will keep me sane. 
Kevin Me Fee ley. N8 


Write to: 

Helpline 

CU 

Priory Court 
30-32 Farringdon 
Lane 

London EC1R 3AU 













Thanks this month to Andy Grifo and Torben 
Koeffer for their work. All contributions should be 
sent to the usual address with software prizes for 
those printed. 


AMIGA 


HARD DRIVIN’ 

Load the game as usual and 
when loaded enter the op¬ 
tions screen set the gear 
control to keyboard and 
the steering to which one 
you normally use. Exit 
from the screen and start 
the game with manual gear 
selected. Accelerate using 
the gears which are keys 
1, 2, 3, 4 and when you 
have reached the max¬ 
imum speed press N on the 
keyboard. You’re car will 
now be able to steer with¬ 
out skiding out of control, 
also you won’t slow down if 
you ride on the grass and 
instead of crashing into 
cars you will bounce back 
off of them. But this 
doesn’t apply to roadside 
obsticles. 

Anthony Round 

HARD DRIVIN’ 

1) At the very start do as 
tight a turn as possible in 
180° (going very slow and 
pulling to the extreme left 
or right). 

2) Then keep on the road 
under the bridge and take 
the right road at the fork. 

3) Slow down just before 
checkpoint and go through 
it. Do a 180° turn. 

4) Carry on through the 
checkpoint and finish. 

5) You should have qual¬ 
ified if you have done it 
quickly enough. 

6) Let time run out so you 
can do the championship 
lap. 

7) Repeat process and you 
should win with ease. 
Julian Robbins 


DR DOOM’S REVENGE 

This Dr Doom's Revenge 
cheat listing gives Captain 
America and Spider-Man 
unlimited energy. 

Instructions: 

1. Load AMIGA BASIC. 

2. Type in the program 
listed below. 

3. Save it for future use. 

4. Insert DOOMS RE¬ 
VENGE — Disk in DFO: 

5. Run the program. 

10 REM ★ DOOMS REV. 
CHEAT (C) T.O.K. ★ 

20 CHECK = 0 : CHEAT = 
523264A 

30 FOR N = CHEAT TO 
523440& STEP 2 
40 READ A$ : A = VAL 

(“&h”+A$) 

50 CHECK = CHECK + A 
60 POKEW N,A : NEXT N 
70 IF CHECK <> 
499340& THEN PRINT 
“ERROR IN DATA” : END 
80 CALL CHEAT 
100 DATA 33fc, 7fff, 
OOdf, f09a, 2c78, 0004, 
41fa, 0082 

110 DATA 2d48, 0226, 
701e, 43f8, 0100, 232e, 
fedc, 3320 

120 DATA 5300, 66fa, 
4eae, fd9c, 2d40, 022a, 
43fa, 0008 

130 DATA 41f9, 0000, 
a700, 4258, b3c8, 66fa, 
21fc, OOfc 

140 DATA 00d2, 0080, 
4e40, 2c78, 0004, 2d7c, 
0000, OOcO 

150 DATA fedc, 4e75, 
48e7, 8080, 206f, 0008, 
41e8, Saae 

160 DATA 0c68, 916c, 
e2b4, 6622, 303c, 6002, 
3140, da50 


170 DATA 3140, e2b4, 
3140, 06e2, 3140, 07cc, 
5040, 3140 

180 DATA f556, 3140, 
f63a, 3140, 0c4e, 4cdf, 
0101, 4ef9 

190 DATA 0007, fc98, 
0000, 0000, 4afc, 0007, 
fc98, 0007 

200 DATA fcb2, 0121, 
00f6, 0000,0000, 0000, 
0000, 0007 
210 DATA fc46 

GHOSTBUSTERSII 

This listing will supply you 
with: 

In the first level: 

— unlimited Proton beams 

— unlimited PKR bombs 

— unlimited PKR shields 

— an undestroyable cable 

— and unlimited courage 
In the second level: 

— unlimited time 

— unlimited slime 
In the third level: 

— unlimited shoot 

— unlimited Proton beams 

— unlimited energy 

— and you can’t die on the 
rope 

Instructions: 

1. Load AMIGA BASIC. 

2. Type in the program 
listed below. 

3. Save it for future use. 

4. Insert GHOSTBUSTERS 
II — Disk 1 in DFO:. 

5. Click on both CANCELS 

6. Run the program. 

10 REM ★ GHOSTB. II 
CHEAT (C) T.O.K. ★ 

20 CHECK = 0 : CHEAT = 

323264-1- 

30 FOR N = CHEAT TO 
523S48& STEP 2 
40 READ A$ : A = VAL 

(“&h”+A$) 

50 CHECK = CHECK + A 
60 POKEW N,A : NEXT N 
70 IF CHECK <> 
U81848& THEN PRINT 
“ERROR IN DATA” : END 
80 CALL CHEAT 
90 DATA 33fc, 7fff, OOdf, 
f09a, 2c78, 0004, 41fa, 
OOee 


100 DATA 2d48, 0226, 
705d, 43f8, 017a, 3320, 
5300, 66fa 

110 DATA 4eae, fd9c, 
2d40, 022a, 43fa, 0008, 
41f9, 0000 

120 DATA a700, 4258, 
b3c8, 66fa, 21fc, OOfc, 
00d2, 0080 

130 DATA 4e40, 2c78, 
0004, 2lee, fe3a, OOde, 
2d 7c, 0000 

140 DATA 00d4, fe3a, 
4e75, 0c69, 8c00, 002e, 
6706, 4ef9 

150 DATA 0000, 0000, 
41f9, 0007, c7ba, 20bc, 
0000 , 0100 

160 DATA 217c, 0000, 
013a, 0150, 217c, 0000, 
0152, 02a0 

170 DATA 60dc, 43f9, 
0000, a800, 5269, lc58, 
4.269 44fa 

180 DATA 4269, 4530, 
4269, 4436, 4269, 
446c, 4269, 4338 
190 DATA 7060, 1340, 
2068, 1340, 2254, 
303c, 33fc, 4840 
200 DATA 2340, 2060, 
2340, 224c, 4e91, 4e75, 
43f9, 0000 

210 DATA a800, 4269, 
41f6, 4269, 373c, 4269, 
3cc4, 4269 

220 DATA 5024, 60e4, 
43f9, 0000, a700, 4269, 
lfac, 4269 

230 DATA 17cc, 337c, 
6020, 3238, 42a9, 321c, 
5a29, 26a4 

240 DATA 5a29, 265c, 
0669, 0020, 270c, 60bc, 
0007, fd04 

250 DATA 0000, 0000, 
4afc, 0007, fd04, 0007, 
fdle, 0121 

260 DATA 00f6, 0000, 
0000 , 0000 , 0000 , 
0000, OOcO 

XENOPHOBE 

Type in and Save the list¬ 
ing, then follow the on¬ 
screen instructions. 

10 REM — CRACKED BY 
ANDY GRIFO, 
XENOPHOBE V0.3 — 
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20 checksum = 0 : total 
1248750 : crack 
522000 

30 START = 521692 
FINISH = 522059 
GOSUB 50 
40 GOTO 90 

50 FOR n = START TO 
FINISH STEP 2 
60 READ a$ F: a = VAL 

( u &h”+a$) 

70 checksum = checksum 
+ a 

80 POKEW n,a : NEXT n F: 
RETURN 

90 PRINT “Your Check¬ 
sum =”; checksum 
100 IF checksum <> total 
THEN PRINT “Data 
Error.”: END 

110 PRINT “Place 
Xenophobe DISK 1 in 
Drive 0” 

120 PRINT “Infinite Lives 
for Player 1 & 2” 

130 INPUT “PRESS RE¬ 
TURN TO BOOT”, grifo$ 
140 CALL crack 
150 DATA 4If9, 0003, 
003e, 30fc, 4efe, 20fc, 
f5f5, d7ce 

160 DATA 4ef9, 0003, 
000c, 41f9, 0003, 003e, 
30fc, 4 If8 

170 DATA 20fc, 0008, 
703c, 41f9, 0003, 008e, 
30fc, 02e5 

180 DATA 20fc, 0561, 
a79c, 4ef9, 0003, 003e, 
41f9, 0003 

190 DATA 008e, 30fc, 
45fa, 20fc, H70, 47fa, 
41f9, 0003 

200 DATA OObO, 30fc, 
4efe, 20fc, f639, f63e, 
4ef9, 0003 

210 DATA 008a, 41f9, 
0003, OObO, 30fc, 2351, 
20fc, 001c 

220 DATA 237c, 41f9, 
0003, 0252, 30fc, 4ef9, 
20fc, 0007 

230 DATA f664, 4ef9, 
0003, OObO, 4ff9, 0005, 
fe72, 3efc 

240 DATA 8b28, 2efc, 
fcd2, 4875, 707a, 4ff9, 
0005, ff54 

250 DATA 3e27, 3c3c, 
fce2, bd47, 3e87, 51c8, 


fff4 4 e f9 

260 DATA 0005, fe5e, 
23fc, cdcO, ae75, 0006, 
007e, 33fc 

270 DATA bl29, 0006, 
0104, 4bf9, 0007, f6b2, 
4e6f, 41f9 

280 DATA 0006, 001a, 
4ed7, 41f8, 1920, 30fc, 
blOl, 20fc 

290 DATA 093c, 0826, 
4ef8, 1900, 363c, 53c9, 
4ff8, 1900 

300 DATA 31fc, 4ef9, 
la7a, 21fc, 0007, f6de, 
la7c, 4ef8 

310 DATA 1930, 323c, 
4bc4, 31fc, 4ef9, lblO, 
21fc, 0007 

320 DATA f6f4, lbl2, 
4ef8, la80, 363c, 101a, 
21fc, 0007 

330 DATA f704, 000c, 
4ef8, lb2a, 21fc, 4e71, 
4e71, 336e 

340 DATA 4ef8, 0100, 
2e3c, 0003, 0000, 2c78, 
0004, 207c 

350 DATA OOfe, 88c0, 
43f9, 0007, f5dc, 43e9, 
feba, 2449 

360 DATA 303c, 0145, 
12d8, 51c8, fffc, 257c, 
2007, 4e71 

370 DATA 0042, 4eea, 
0016, ffff, ffff, ffff, ffff, 
ffff 


60 CHECK = CHECK + A 
70 POKEW N,A : NEXT N 
80 IF CHECK <> 
502218& THEN PRINT 
“ERROR IN DATA” : END 
90 CALL CHEAT 
100 DATA 4287, 397c, 
lfca, 021c, 4eec, 004a, 
33fc, 60a0 

110 DATA 0007, 2036, 
4ef9, 0007, 2000, 0c56, 
0034, 6704 

120 DATA 44c5, 6056, 
41f8, 0008, 3d48, 0204, 
20fc, 31fc 

130 DATA 6004, 20fc, 
0b8a, 4ef8, 30bc, 0300, 
466978& STEP 2 
50 READ A$ : A = VAL 

(“&h”+A$) 

6062, 2c78 

140 DATA 0004, 4If9, 
OOfe, 88c0, 43fa, fe70, 
303c, 00a2 

150 DATA 32d8, 51c8, 
fffc, 7a07, 4845, 237c, 
cb40, 4e71 

160 DATA fefc, 4ee9, 
fedO 


100 DATA 41f8, OOcO, 
2948, Olaa, 20fc, 31fc, 
6040, 20fc 

110 DATA 67dc, 4ef8, 
30bc, 1000, 4ed4, 2c78, 
0004, 41f9 

120 DATA OOfe, 88c0, 
43fa, fe94, 303c, 00a2, 
32d8, 51c8 

130 DATA fffc, 7a06, 
4845, 237c, cb40, 4e71, 
fefc, 337c 

140 DATA 1200, ffec, 
337c, 2c00, fff8, 4ee9, 
fedO 

KICKOFF 

I have discovered a small 
tip for Kick Off. When the 
opposition is taking a 
penalty, just keep on 
pressing the fire button or 
switch on the auto fire and 
you will save the penalty. 
But I find it only works with 
the Kick Off extra time 
disc. 

S J Buckingham 


GALAXY FORCE SIM CITY 


POWER DRIFT 

This Power Drift cheat 
program will supply you 
with unlimited credits. 
Instructions: 

1. Load AMIGA BASIC. 

2. Type in the program 
listed below. 

3. Save it for future use. 

4. Insert POWER DRIFT — 
Disk A in DFO:. 

5. Click on both CANCELS. 

6. Run the program. 

10 REM ★ POWER DRIFT 
CHEAT (C) TORBEN KOEF- 
FER ★ 

20 CHECK = 0 : START = 
466878& 

30 CHEAT = 466940& 
40 FOR N = START TO 


This Galaxy Force cheat 
program will supply you 
with unlimited energy. 
Instruction: 

1. Load AMIGA BASIC. 

2. Type in the program 
listed below. 

3. Save it for future use. 

4. Insert GALAXY FORCE 
— Disk in DFO:. 

5. Run the program. 

10 REM ★ GALAXY 
FORCE CHEAT (C) TOR¬ 
BEN KOEFFER ★ 

20 CHECK = 0 : START = 
401408& 

30 CHEAT = 401434& 
40 FOR N = START TO 
401484& STEP 2 
50 READ A$ : A = VAL 

(“&h”+A$) 

60 CHECK = CHECK + A 
70 POKEW N,A : NEXT N 
80 IF CHECK + 4> 
3546888 THEN PRINT 
“ERROR IN DATA” : END 
90 CALL CHEAT 


To get loadsa dosh; 

Set the game speed to 
medium. 

Set taxes to 0%. 

Play as normal until Nov- 
Dec then bring up budget 
window and set taxes to 
20%. In Jan reset taxes to 
0 %. 

Now the sims live happily, 
thinking they don’t pay 
taxes! As long as you re¬ 
peat this each year. 


Send Your Pokes to: 

Play To Win 
CU 

Priory Court 
30-32 Farringdon Lane 
London 
EC1R 3AU 

A software prize will be 
awarded to each 
submission printed. 
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If they came from the de¬ 
sert then they can ruddy 
well go back there again, 
with the help of Mark ‘Ren- 
tokill’ Patterson’s pest con¬ 
trol tips that is. 
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DAY ONE 

Spend the morning finding 
your feet and getting used 
to some of the characters. 
When Geez drops by with 
the rock samples measure 
them for radiation and have 
Biff send them to the gov¬ 
ernment labs. 

If you’re feeling really 
confident you can go out 


and collect the first piece 
of evidence. Travel to the 
south-west volcano, where 
you’ll meet the first of the 
ants. Aim for the joint in its 
antennae (where the 
orange meets the black). 
You’re in trouble if the ant 
should wander off the 
screen. Raise the gun and 
go trigger crazy if it comes 
back. 



Kill the ant and you’ll get 
your first piece of evi¬ 
dence. Take it straight to 
the lab. 

DAY TWO 

Around nine o’clock drive 
to any location. You’ll prob¬ 
ably run into Ice and his 
gang of roadsters, and 
they’ll want to play chick¬ 
en. Follow the lines in the 
middle. Nine times out of 
ten it’ll be Ice who opts 
out. Try to get home for 
twelve, since that’s when 
Jackie turns up. 

Go with her to the crash 
site and check all around. 
Collect the fluid and a piece 
of flesh. 

Round off the day by 
making an appearance at 
the drive in. Here you find 
Ice and co listening to 
some hepcat music. 
Although they come on 
tough they’re actually real¬ 
ly easy to beat, so long as 
you go in fist first. 

DAY THREE 

Not too much happens on 
this day, apart from one of 
your neighbours dropping 
by to give you an ant’s 
antenna. Spend the day 
visiting local beauty spots 
and collecting your lab re¬ 



sults. 

DAY FOUR 

Now things really start hot¬ 
ting up. First you get the 
results of the test con¬ 
ducted by the government 
geology department. It ex¬ 
presses doubt as to 
whether the traces of fluid 
on the socks come from a 
four ton ant ... mean¬ 
while, Geez drops a plaster 
cast of an ant track to Pro¬ 
fessor Wells. 

Go to the police station 
at about twelve o’clock. 
The duty sergeant will 


hand you a tape recording 
of an ant. Run that along to 
the lab. 

Give Biff a ring at your 
place to find out how things 
are shaping up. The odds 
are that Jackie will be 
bothering him, so it’s up to 
you to sort things out. 

Once you get home 
strike up a conversation 
with Jackie. Whatever she 
says you have to say no. Do 
that or lose your lab re¬ 
sults. 

Collect all of the lab re¬ 
ports and take them to the 
mayor. This will normally 
be enough evidence to con¬ 
vince him to call an alert. If 
for some reason he doesn’t 
you’re just going to have to 
go round and find some 
more. 

INSIDE THE 
HOSPITAL 

It's possible to get round 
two nurses providing 
you’re quick. Doctors tend 
to be stronger, and along 
with security guards only 
have to touch you to catch 
you. 

The lift is located in the 
centre of the hospital and 
getting to it shoud be your 
first priority. To get out 
you need to lure the secur¬ 
ity guards away from the 
door at the bottom of the 
hospital. 

THE WAR GAME 

Do your best to locate the 
entrance to the ants’ nest. 
Use as many troops as you 
think necessary to drive 
them away from key loca¬ 
tions. Once a place has 
been razed it stays des¬ 
troyed forever. 

These tips will only serve as a 
rough guide to playing the 
game. There are several diffe¬ 
rent routes you take, some 
easy, some tough. 
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PROFESSOR H G WELLS 

Not only will the Prof analyse your evidence and provide important 
reports, he also gives you tips on how to beat the ants. Around day seven 
he gets bored being stuck in the lab and wanders off investigating ant 
reports, inevitably getting himself into trouble — so look after him. 



JACKIE 

Jackie looks cute but she means trouble. It turns out that Jackie is 
actually the daughter of Billy Bob, the grand Sea Horse of Neptune Hall. 
Don’t let her seduce you — it sounds fun, but she’s only after info on the 
ants. 
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DUSTY 

Dusty’s the local DJ and she’s starry-eyed about you. She’s a great 
source of information so keep in touch with her as much as possible. 
Unfortunately she’s incredibly jealous. So if you so much as look at 
another woman you’ll be cold shouldered for the rest of the game. 


BILLY BOB 

Billy is one weird guy. Head of the strange Neptune cult, he also has an 
above average interest in ants. Later on he’s accused of murdering his 
daughter’s friend and goes completely to pieces. Definitely worth 
steering clear of in the later stages of the game. 


r 



THE MAYOR 

He’s got the brains of a donkey. Refuses to acknowledge the existence of 
the ants until you provide sufficient evidence — though he does finally 
capitulate when a group of ants eat his car. Even then he talks about a 
special “Ant-day” parade when they finally retreat. 


THE POLICE SERGEANT 

Another good source of information, and he supplies the sound 
recording on day three. Right from the start he’s willing to believe you, 
unfortunately he can’t act without authorisation from the mayor. 
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SPECIAL 
LIMITED 
EDITION 
PACK WITH 


EXPANSION 

KIT. 








"What a 
great team 
these two 
w make." ^ 


Prism Leisure Corporation Pic, Unit 1, Baird Road, Enfield. Middlesex. EN1 1SI. 


Usual R.R.P. of Special Limited 
FM2 and Edition Pack 
Expansion Kit R.R.P. 


“Addictiveness... Do I have to give it back?” 
AMSTRAD CPC COMPUTING. 

“It’s superb. ” ST USER. 

“The role of manager is highly involving, a feeling 
enhanced by watching the match sequences.” 
AMIGA USER INTERNATIONAL. 

“Spectacular graphics and tactics, it offers 
unlimited action and even more fun and 
excitement .”POPULAR COMPUTING WEEKLY. 
“Addictive? You betcha. ” YOUR SINCLAIR. 
“Real football fans everywhere will love it. | 

A leader in its field. ” CRASH. 


“football fans willbe instantly hooked. ”ZZAP 64. 
“If you liked the original buy this, if you like a 
challenge... or are football crazy, buy this, its well 
written, well presented and (ahem) well wicked. ” 
AMSTRAD USER. 

“This game has everything... what is really 
astounding is the sheer playability. My favourite 
strategy game on the Spectrum, no contest.” 
SINCLAIR USER. 


SPECTRUM 48/128K 
AMSTRAD Cassette 
AMSTRAD Disk 
CBM 64/128 Cassette 
CBM 64/128 Disk 
AMIGA 

I ATARI ST 
IBM P.C. 
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Deep striking in enemy territory 
is never easy, so with the aid of 
Air Vice Ad Manager Tom 
‘Clappy’ Glenister we provide 
the definitive guide to bombing. 


Targets are easily divided 
into passive and 
aggressive categories. 
Passive targets include 
tents, bridges and houses, 
and are relatively safe to 
bomb, aggressive targets 
like airfields tend to fight 
back using all their 
resources. 



_ 


Suggested Speed: Suggested Weapon: 

MO Kms Custer Bomb 
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PASSIVE TARGETS 
Taking out passive targets 
(ie ones that don’t fight 
back) is just a matter of 
being able to get from A to 
B without any hiccups. It’s 
best to reccy the area first 
of all to gauge the type of 
terrain you’re flying into. 
Use these targets to 
practise free fall bombing. 
Admittedly it’s a whole lot 
easier zapping a target 
using a Maverick, but on 
the later missions bombing 
practise comes in handy, 
as some targets aren’t 
affected by Mavericks. 


BOMBING 
TECHNIQUES 
When it comes to free fall 
bombing it’s best to use 
the skip bombing method 
(as detailed in the 
diagram). Come in low, 
around two hundred feet, 
at a speed of six hundred 
knots. When you’re almost 
on top of the target pull up 
and release the bomb. This 
has the effect of throwing 
the bomb at the target and 


is the most safe free fall 
bombing method known. 
Because skip bombing 
requires such a low 
altitude you also avoid 
radar dection. 

LANDING 

Landing is, once again, a 
tough task. One way is to 
fly directly towards the 
base. When the computer 
indicates a range of less 
than four kilometres turn 
the plane to the opposite 
heading from the landing. 
Switch to the rear view and 
the line the runway up in 
the centre. By now you 
ought to be flying at about 
a thousand feet, the worst 
thing of all to do is a 
lemming-like dive towards 
the runaway when you 
realise you’re too high. Cut 
the thrust down to half and 
turn the plane a half circle. 
It doesn’t matter too much 
if you’re a couple of 
degrees off, it’s easy 
enough to correct. Lower 
the landing gear and start 
your descent. When you 
reach the runway try to get 
your altitude down to 


around fifty feet, then hit 
the airbrakes. Pull the 
nose up slightly so only the 
rear wheels hit the ground, 
then switch on the 
wheelbrakes and switch 
off the jets. 


AGGRESSIVE 

TARGETS 

Aggressive targets are a 
whole new ball game. 
These tend to be protected 
by SAM batteries and good 
air cover. The most 
important thing here is to 
take out the batteries’ 
main radar, making the 
firing rate slower and 
drastically affecting the 
accuracy. The best weapon 
for this job is the HARM 
anti-radar missile; it 
doesn’t have to be locked 
onto a target, instead it 
finds the nearest radiation 
emitting source. 
Depending on the ferocity 
of the enemy fighters you 
should be able to judge 
what to do next. If the air 
cover is only slight you can 
then close in for the kill, 
but watch your back. As 


soon as the target has 
been destroyed hit the 
afterburners and get out. 

One important thing to 
remember is that you’re 
not flying a fighter plane. 
Your aircraft is designed to 
reduce ground targets to 
rubble, while the enemy 
planes are doing their 
damndest to blow you out 
of the sky. All the enemy 
fighters have better AAM’s 
than you and can 
consequently attack at 
greater ranges. Unless you 
think you can get a lock on 
quickly it pays to switch 
the afterburners on and do 
some nifty weaving until 
you reach your base. 

If the situation arises 
whereby you have to try 
and outfight another plane, 
try to gain as much altitude 
as possible. This enables 
you to dive down on the 
enemy, so you retain 
speed and 

manoeuvrability. On the 
other hand a plane which is 
attacking from a low 
altitude and flying upwards 
is subjected to g-forces 
and reduced speed. 
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Mig 29 Fulcrum (USSR) 

Maximum Speed (Altitude): Mach 2 (2,2050 km/h). 

Maximum Speed (Sea Level): Mach 1.2 (1,480 km/h). 

Similar in performance to the FI 6, though with more sophisticated 
avionics. 


FI 6 Falcon (USA) 

Maximum Speed (Altitude): Mach 2.05 (2,172 km/h). 

Maximum Speed (Sea Level): Mach 1.2 (1,480 km/h). 

Advanced, lightweight multi-role fighter. Capable of out manoeuvring 
most aircraft. 



FI 4 Tomcat (USA) 

Maximum Speed (Altitude): Mach 2.34 (2,517 km/h). 

Maximum Speed (Sea Level): Mach 1.2 (1,480 km/h). 

Carrier based fighter aircraft, carries a variety of air-to-air missiles. 


F5 Tiger (USA) 

Maximum Speed (Altitude): Mach 1.4 (1,489 km/h). 

Maximum Speed (Sea Level): Mach 1.34 (1,425 km/h). 

Not so fast at high altitudes, but devastating at sea level. Principally s 
light tactical fighter. 



SU27 Flanker (USSR) 

Maximum Speed (Altitude): Mach 2.2 (2,335 km/h). 

Maximum Speed (Sea Level): Mach 1.2 (1,480 km/h). 

Similar in size and performance to the FI 5, the SU27 is considered to be 
the most capable fighter in the world. 


Mig 31 Foxhound (USSR) 

Maximum Speed (Altitude): N/a. 

Maximum Speed (Sea Level): N/a. 

Russia’s newest fighter aircraft. Developed from the Mig 25 but has 
decreased performance and better avionics. 



Mirage 2000 (France) 

Maximum Speed (Altitude): Mach 2.2 (2,335 km/h). 

Maximum Speed (Sea Level): Mach 1.2 (1,480 km/h). 

Built with performance in mind. Flies well at the right altitude. 























FREE! 




NS7AR PACK 

TH OVER £229! 



FREE! - AMEGAS - by Players 



FREE! - INSANITY FIGHT - by Microdeal 



FREE! - ART OF CHESS - by SPA 



FREE! - MERCENARY COMP - by Novagen 



FREE! - IKARI WARRIORS - by Elite 


FREE! - WIZBALL - by Ocean 


o Commodore 



+VAT- 

£399 

INCLUDES 
FREE UK 
DELIVERY 


£346 


The Amiga 500 is one of a new breed of technologically 
advanced computers, which are now emerging as the new 
standard for home computing, based around the new Motorola 
68000 chip. The A500 has 512K RAM and a 1Mbyte double 
sided disk drive built-in. It can be connected directly to a wide 
range of monitors, or to a domestic TV set through a TV 
modulator. Designed with the user in mind, the A500 features a 
user friendly WIMP environment and comes supplied with a free 
mouse. And, when you buy your Amiga from Silica Shop, the 
UK’s Nol Amiga specialists, you will experience an after sales 
service that is second to none, including a technical support 
helpline and free newsletters and price lists. Return the coupon 
below for our current information pack, which will give details of 
the Silica service and the very latest Silica Amiga offers. e&oe. 


WHY SILICA SHOP? 


Before you decide when to buy your new Commodore Amiga computer, 
we suggest you consider very carefully WHERE you buy it. There are 
MANY companies who can offer you a computer, a few peripherals and 
the top ten selling titles. There are FEWER companies who can offer a 
wide range of products for your computer as well as expert advice and 
help when you need it. There is ONLY ONE company who can provide 
the largest range of Amiga related products in the UK, a full time Amiga 
specialist technical helpline and in-depth after sales support, including 
free newsletters and brochures delivered to your door for as long as you 
require after you purchase your computer That one company is Silica 
Shop We have been established in the home computer field for ten years 
and can now claim to meet our customers requirements with an accuracy 
and understanding which is second to none. Here are just some of the 
things we can offer you. 

THE FULL STOCK RANGE: The largest range of Amiga 
related peripherals, accessories, books and software in the UK. 

AFTER SALES SUPPORT: The staff at Silica Shop are 
dedicated to help you to get the best from your Amiga. 

FREE NEWSLETTERS: Mailed direct to your home as 
soon as we print them, featuring offers and latest releases. 

FREE OVERNIGHT DELIVERY: On all hardware orders 
shipped to Silica Shop customers within the UK mainland. 

PRICE MATCH PROMISE: We will normally match our 
competitors offers on a same product same price’ basis. 

FREE TECHNICAL HELPLINE: Full time team of Amiga 
technical experts to help you with your technical queries. 

But don't just take our word for it. Complete and return the 
coupon below for our latest Amiga literature and begin to 
experience the Silica Shop specialist Amiga service. 


PHOTOH PAIHT PACK 


A500 Computer 

£399.99 

TV Modulator 

£24.99 

Photon Paint 

£69.95 

TenStar Pack 

£229.50 

TOTAL RRP: 

£724.43 

LESS DISCOUNT: 

£325.43 

PACK PRICE D: 

£399 

1084S MOHITOR 

PACK] 

A500 Computer 

£399.99 

1084S Colour Monitor 

£299.99 

Photon Paint 

£69.95 

TenStar Pack 

£229.50 

TOTAL RRP: 

£999.43 

LESS DISCOUNT: 

£350.43 


PACK PRICE s»: £649 


FREE FROM SILICA 


When you buy the Amiga 500 from Silica Shop, you will not only 
get a high power, value for money computer, we will also give 
you some spectacular free gifts. First of all, we are now including 
a TV modulator with every A500 stand alone keyboard, so you 
can plug your Amiga straight into ypur TV at home (the 
modulator is not included with the A500+A1084S pack as it is not 
required for use with monitors). Secondly, we have added a free 
copy of Photon Paint, an advanced graphics package with an 
RRP of £69.95. Last (and by no means least!), so that you can be 
up and running straight away, we are giving away the sensational 
TENSTAR GAMES PACK with every A500 purchased at Silica 
Shop. This pack features ten top Amijga titles which have a 
combined RRP of nearly £230! Return the coupon tor details. 


FREE TEHSTAR PACK 


When you buy your Amiga 500 
from Silica Shop, we want to 
make sure you get the best 
deal possible. That is why we 
are giving away the TENSTAR 
GAMES PACK worth nearly 
£230, absolutely FREE with 
every A500 purchased from us. 
The TenStar Games Pack inc¬ 
ludes ten titles for the A500, 
each individually packaged in 
its own casing with instructions. 


Amegas 

£14.95 

Art Of Chess 

£24.95 

Barbarian, Ult Warrior 

£19.95 

Buggy Boy 

£24.95 

Ikari Warriors 

£24.95 

Insanity Fight 

£24.95 

Mercenary Comp 

£19.95 

Terrorpods 

£24.95 

Thundercats 

£24.95 

Wizball 

£24.95 

>: £ 229.50 

£229.50 

INC VAT 


M »T»1 


YOU OWN AN AMIGA? 


If you already own an Amiga computer and would like to be registered on our mailing list as an 
Amiga user, let us know. We will be pleased to send you copies of our price lists and newsletters 
FREE OF CHARGE as they become available. Complete the coupon and return it to our Sidcup 
branch and begin experiencing a specialist Amiga service that is second to none. 


SILICA SHOP: 


SIDCUP (& Mail Order) 01-309 1111 

1-4 The Mews, Hather/ey Road, Sidcup, Kent, DAI4 4DX 
OPEN: MON-SAT 9am - 5.30pm LATE NIGHT: FRIDAY 9am - 7pm 


LONDON 01-580 4000 

52 Tottenham Court Road, London, W1P OB A 
OPEN: MON-SAT 9.30am - 6.00pm LATE NIGHT: NONE 


LONDON 01-629 1234 ext 3914 

Self ridges (1st floor), Oxford Street, London, W1A 1AB 
^ OPEN: MON-SAT 9am - 6 00pm LATE NIGHT: THURSDAY 9am - 8pm A 


^To: Silica Shop Ltd, Dept CMUSR 0290,1-4 The Mews, Hatherley Road, Sidcup, Kent 

PLEASE SEND ME FREE LITERATURE ON THE 


Mr/Mrs/Ms: 


4DX A 

IIGA I 


DAI 4 4DX 

AMIGA 


Initials: 


Surname: 


Address: 


Postcode: 


Do you already own a computer 
.If so, which one do you own? 


































































































































With some of History’s most 
famous people lying in wait for 
you, a map and some advance 
warning comes in very handy. So 
courtesy of Empire we have some 
extremely useful hints, and best of 
all, the future mapped out for you. 



KEY 
0: Arm 
1: Barrier 
la: Hospital 
1b: Protomek 
2: Desk 
(Reception) 
3: Foreman 
4: Director 
5: Charging 
6: Foyer 
7: Gents 
8: Ladies 
9: Viewport 


10: Amusements 
11: Empty 
12: Drier 
13: Info 
14: Library 1 
15: Library 2 
16: Galley 1 
17: Galley 2 
18: Galley 3 
19: Galley 4 
20: Galley 5 
21: Corridor 
22: Brig 
23: Scrap 


24: VideoFax 
25: Galley 6 
26: Galley 7 
27: Galley 8 
29: Galley 10 
30: Corridor 
31: Anteroom 
32: Lab 1 
33: Spares 1 
34: Computer 
35: Store 1 
36: Store 2 
37: Lab 2 
38: Spares 2 





































































Merlin 


14 


16 


- 17 - 


18 


22 


25 - 26 


Florence 

Nightingale 


32 - 33 


2 - 


13 


21 - 24 


30 - 


31 


34 - 35 


36 


15 


19-20 


23 


27 


28 - 29 


37 - 38 


Confucius 


Leonardo 


Caesar 


i 

■ 




The idea behind this game 
is to go back in time and 
meet various historical fi¬ 
gures who will power up an 
amulet. 

After the loading sequ¬ 
ence the Director of the 
Satellite will tell you that 
he urgently wishes to 
speak to you. Your first 
problem is therefore to get 
to him. He’s in location 
four, but in order to get 
there you’ll have to get 
past the Historical Curator 
in room three. Set off the 
alarm bell in the reception 
area: he’ll come out and 
see what is going on. Go 
back to location one, 
where you will find a micro¬ 
hammer. Take this back to 
the alarm bell at reception 
and hit it. Go into room four 
and have a conversation 
with the Director. Even¬ 
tually he will give you some 
background information 
and a shuttle pass to the 
Earth, to which you can get 
back to by going through 
location one to the satellite 
arm zero. You wil not be 
able to do this without a 
pass. 

ARCADEROOM 

Location ten is the amuse¬ 
ment arcade, as well as a 
favourite haunt for 
sproggs. Go to the left and 
talk to the boy playing with 
the arcade game. The only 
way of getting him off the 
arcade game is to go to the 
right to location twelve and 
logon to the food dispens¬ 


ing machine. Order a Tof¬ 
fee Apply and a Curry food 
pill from the computer. 
Once ordered these can be 
collected from the hopper 
just to the right of the con¬ 
sole. Go back to the boy 
and offer him a Toffee Ap¬ 
ple pill. He will accept this, 
and from then on he’ll fol¬ 
low you around. This 
means that you can now 
play the SUNDIVER game. 
To do this you will need the 
credit card, which is placed 
just to the right of the 
arcade game machine. 
Pick this up, and when you 
LOOK at the arcade 
machine you will notice the 
USE icon highlighted on 
your console. Click on this 
and you will be able to play 
the game. See if you can 
get the Hi Score, because 
that will help you. 

Once you have done this 
you might try eating your 


curry pill and see what dis¬ 
astrous consequences this 
has. 

THE VIDEOFAX 

You will find yourself in the 
VideoFax room — twenty- 
four — with two discs in 
your possession. LOOK at 
the disc drive on the wall — 
an with one of the discs 
highlighted, press the USE 
icon. You can now go to the 
reader to the right of the 
screen and read the book. 
Further books on Historic¬ 
al and Technical subjects 
are available in either of 
the libraries (fourteen and 
fifteen). 

PASSWORD & 
GALLERIES 

You can now wander about 
the galleries and look at all 
of the inscriptions by the 
statues of the famous char¬ 


acters. If you go to the end 
of location twenty-nine you 
will be at the Caesar time 
machine. Ensure that you 
drop all objects except the 
globe before you get in. 
When you are asked for the 
password then type in 
01010044 and press re¬ 
turn. (These are the birth 
and death dates of Caesar 
— the other time machines 
use dates, which can be 
found by looking around 
the galleries and using the 
discs from the library). 

When you travel back in 
time you will find yourself 
on a sea shore Talk to the 
girl, who will eventually 
give you a statue. Take this 
and walk right where you 
will reach a Roman stock¬ 
ade. The guard will not let 
you in — if you try to give 
him the statue he will 
transport you back on a 
galley to Rome. You will 
eventually be put in the 
Circus Maximus to fight 
the lions. If you survive you 
will be taken to Caesar. He 
will give you a ring. Try to 
give him the amulet. Go 
back to England on the gal¬ 
ley. Find your way back to 
the stockade by giving the 
ring to the guard; collect 
the slave girl, and bring her 
back to Rome. Caesar will 
be so happy that he will 
give the globe to her and 
you can then get it back 
from her. You can now re¬ 
turn to the satellite and so 
solve this section of the 
puzzle. 
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data recorder. 

^ Pause control, counter, etc. 

^ Suitable for 64/128. 

S Send now for quick delivery. 

NLY £24.99 



Full feature Centronics Printer 
Interface. 

Connect your 64/128 to a range of 
full size Centronics Parallel 
Printers. 

Easy to use - supports Commodore 
Graphics Set. 

Onboard Microprocessor Chip 
means no power programmes to 


Works with most applications. 
No more to buy! 


£29.99 


MODEL & ROBOT 
CONTROL MADE EASY. 

f 4 output channels - each with 
onboard relay. 

f 4 input channels - each fully 
buffered TTL level sensing. 

f Analogue input with full 8 bit 
conversion. 

^ Voice input for voice control. 

f Software features:* test mode/ 
analogue measurement/voice 
activate/digital readout etc. 

ONLY £39.99 

INCLUDING HARDWARE/SOFTWARE/ 
MIC. ETC,(STATE TAPE OR DISK). 


ONLY 
£ 129.99 

INCLUDING FREE 


The Oceanic 118N is a superb quality Disk Drive 
specially designed for the Commodore 64/128. 
Just look at these features... 

^ Slimline design - very compact. 

f External Power Pack so no 

overheating problems (unlike some 

¥ types). 

Ready to go - no more to buy. 

^ Direct drive motor for super quiet 




ART STUDIO!! 


PARALLEL 
PRINTER CABLE 


f Connects full size printers to the 
parallel port of your C64/128. 

f Many programmes and cartridges 
(Action Replay/Final Cartridge etc.) 
will drive printers from this port. 

ONLY £12.99 COMPLETE 



f Now probably the best selling 
replacement Disk Drive for the 
64/128. 

V Comes complete with manuals, 
" connecting leads etc. 


operation and extra long life. 





FREE COPY OF OCR 
ADVANCED ART STUDIO 

(WORTH £29.99) WHILE STOCKS LAW 





3 SLOT 

MOTHERBOARD 


f The new sampler allows you to 
record any sound digitally into 
memory & then replay it with 
astounding effects. 

¥ Playback forwards/backwards with 
echo/reverb/ring modulation. 

f Now with full sound editing module 
to produce outstanding effects. 

Full 8 bit D to A & ADC conversion. 

f MEDI compatible with suitable 
interface, (i.e. Datel unit for 
£29.99, see ad.). 

f Live effects menu includes real 
time display of waveforms. 

f Line in/mic in/line out/feedback 
controls. 

f Powerfull sequencer with editing 
features. 

¥ Load/save sample. Up to 8 samples 
in memory at one time. 

¥ Complete software/hardware 
package. Tape or Disk (please 
state). 

O HLY £49.99 

DIGITAL DRUM SYSTEM 

f Now you can turn your digital sound 
sampler into a digital drum system. 

¥ 8 digital drum sounds in memory 
at one time. 

f Complete with 3 drum kite. Real 
dram sounds - not synthesised. 

¥ Create superb drum rhythms with 
real ft step time. 

f Full editing. Menu driven. Load/ 
Save facilities. 

¥ Output to hi-fi or through TV 
speaker. 

ONLY £9.99 

STATE TAPE OR DISK 


RESET 

CARTRIDGE 


f Unstoppable reset button. 

NOTE:- user port cheaper type 
reset buttons offered by others are 
not unstoppable. 

f Resets even so called 
"unstoppable" programs. 

^ Add pokes from magazines etc. 

S Simply plugs In to cartridge port. 

NLY £5.99 



SAVE WEAR & TEAR ON 
YOUR EXPANSION PORT 

f will accept three cartridges on it's 
high grade PCB. 

^ Switch in/out any slot. 

^ Fully buffered. 

f Reset button and an onboard 
safety fuse. 

ONLY £16.99 


Het*i*nOsaartsiBI 


THE ULTIMATE DISK TOOLKIT FOR THE 1540/1541. 


A disk toolkit is an absolute must 
for the serious disk user. Toolkit 
IV has more features than most for 
less. 

DISC DOCTOR V2 - Read ft write 
any track ft sector including extra 
ft renumbered tracks. Repair 
damaged sectors. 

HEADER/GAP EDITOR - Decodes ft 
displays ALL header information 
including off bytes ft header gap. 
Rewrite the entire header ft header 
gap. Renumber sectors. Also edit 
any sector tail gap. 

: DISK LOOK- Sort directory. 
Recover lost files. Display file start 
/end addresses. Disassemble any 
file program directly from the disk 
to SCREEN or PRINTER including 
undocumented opcodes. Edit Bam. 


FAST FILE COPY - Selective file 
copy. Works at up to 6 times 
normal speed. 

FAST DISK COPY - Copy an entire 
disk in 2 minutes or less using 
single 1541. 

FILE COMPACTOR - Can compact 
machine programs by up to 50%. 
Save disk space. 

FORMATTER - 10 second format an 
entire disk or format any individual 
track or half track 0 to 41. 

ERROR EDIT - Quickly find ft 
recreate all read errors including 
extras ft renumbered tracks or 
sectors ft half tracks from 0 to 41. 


ONLY £9.99 
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EPROMMER 64' 


W A top quality, easy-to-use El 
^ programer for the 64/128. 

S Fully menu driven software/ 
v hardware package makes 

programing/reading/verifying/ 
copying EPROMs simplicity itself. 


LIMITED NUMBERS AT THIS 
AMAZINGLY LOW PRICE!! 


256K SUPEROM 
EXPANDER 


HOW TO ORDER ... 


BY PHONE 

3 

0782 744707 

24hr Credit 
Card Line 


BY POST 


Send cheques/POs made 
payable to 
"Datel Electronics" 


FAX 

0782 744292 

UK ORDERS POST FREE 
EUROPE ADD £1 
OVERSEAS ADD £3 


PRICES AND SPECIFICATIONS CORRECT AT TIME OF PRESS 

AND SUBJEC T TO CHANGE WITHOUT NOTICE _ 

CALLERS WELCOME - Please reserve goods by telephone prior to visit. 


DATEL ELECTRONICS LTD., FENTON INDUSTRIAL ESTATE 
GOVAN ROAD, FENTON, STOKE-ON-TRENT, ENGLAND. 


SALES ONLY 

0782 744707 

TECHNICAL* ONLY 

0782 744324 




The Advanced Music System is probably the best MIDI/music package ever produced 
for the 64/128 offering a huge range of musical composition features plus MIDI 
compatibility - add the Datel MIDI Interface and you have the TOTAL MIDI SOLUTION!! 


KEYBOARD MODULE... 
allows for entry of music from the 
QWERTY keyboard. Sequencer 
works like digital recorder. 


M EDITOR MODULE... 

▼ just like a word processor for music. 

All the features you would expect. 
M MIDI MODULE... 

^ this is the module which allows the 
full potential of the Music System 
and your MIDI keyboard to be 
achieved. Using the Datel MIDI 64 
Interface any MIDI instrument 
(including Yamaha - see below) can 
be connected to your 64. 


* 


SYNTHESISER MODULE... 
probably the most powerfull 
module. Create sounds with full 
waveform editing, realtime 
sequencing etc. 

PRINTER MODULE... 
allows you to print out your music 
to a range of printers including 
Commodore and Epson compat¬ 
ibles. Printout can be edited and 
can also include lyrics if required! 


LINKER MODULE... 
allows large musical compositions 
to be created from up to 26 files 
linked together - offering Tempo 
and Time Signature adjustments. 
HUGE RANGE OF FEATURES... 
Advanced Music System has 
literally hundreds of commands 
and features - we have only 
outlined the main headings - this 
is a truly professional package. 


BUT THAT'S NOT ALL... 

...WE CAN OFFER THE ABOVE MIDI PACKAGE TOGETHER 
WITH THE SUPERB YAMAHA SH10 MIDI SYNTHESISER 
FOR AN UNBEATABLE PRICE!! 

Just look at these features... 

^ The world', first shoulder keyboard, 
y With 25 built-in instrument choices. 

y Choice of 25 rhythm styles. T great melody play-a-long. 

X Vibrato, sustain and portamento J Compose your own backing mi. 

^ special effects available. 


f 3 fill-in variations for professional 
rhythm changeovers. 

X Complete range of 32 keys for 
” great melody play-a-long. 

3E Compose your own backing into 
” the chord sequencer. 


__£. 99—99 


SYNTHESISER, MIDI 64 INTERFACE AND ADVANCED MUSIC 


PLUS FREE MIDI CABLES ■ NO MORE TO BUY!! 


* 

* 

* 




Select instantly from 8 sockets 
which accept up to 32K EPROM 
each. 

Program your own EPROMs using 
our EPROM programer. 

No need to have lots of cartridges 
- just make a selection from the 
Superom menu. 

Fully menu driven on power up. 

Select any slot under software 
controls. 

Unique EPROM generator feature 
will take your own programs - basic 
or m/c & turn them into autostart 
EPROMs. (EPROM burner required). 
Accepts 2764/27128/27256 
EPROMs. 

On board unstoppable reset. 

On board operating systems - no 
programs to load. 


* 

* 

Y 

ONLY £29.99 


DATEL MIDI 64 
INTERFACE plus 
ADVANCED MUSIC 
SYSTEM 
ONLY £39.99 

NO MORE TO BUY - THE 
TOTAL MIDI CONNECTION 


X This handy AC/DC Eprom Eraser 
’ will erase up to 4 chips quickly and 
easily. 

X Built-in timer and safety switch on 
” cover. 

X Superbly styled - small enough to 
^ fit in pocket - even as it works!! 
iSf Works from built-in battery 
v (supplied) or from AC/DC adaptor if 
required. 

ONLY £39.99 


Will program 2716, 2764, 27128 & 
27256 chips. 12.5, 21 or 25 volts. 
Fits into user port for maximum 
compatibility with cartridges/ 
Superom Board etc. 

feature system - all functions 
like device check/verify. 
Eprommer 64 is the 
irehensive, most friendly 
re for money programer 
for the 64/128. 

Superom 

expanders or 
base project, 
with instructions 
handbook. 


EPROM ERASER 




VO* 


vrj* 


SW?TCHfcO 
RAM PACK 


J- 


MO* 


VIC 20 RAMPACK 


X Simple plug-in memory expansion 
” cartridges for your VIC 20. 

Never be short of memory again! 


Two models available - 16K or 32K. 


* 

* 

X Both models are switchable for 
” various memory settings i.e. 3K, 
16K, 24K, etc. 

X Many VIC programs require extra 
▼ RAM - this is your answer. 

ONLY £14.99 FOR 16K 
ONLY £19.99 FOR 32K 


Cl 6 RAMPACK 


X Plug in RAM cartridge gives you up 
▼ to 16K EXTRA MEMORY!! 

X That's over 28K free for Basic and 
** even an extra 18K in HiRes mode! 
X Plugs in to memory expansion port 
^ - then just switch on. 

ONLY £14.99 


COM4 









































































It's7<ime for Beach Volley - 
let’s take on the world! 

Your team travels the globe from London to 
Sydney challenging all comers in the latest craze 
that’s sweeping the beaches. 

Fantastic action with variable service and play 
controls as you lob the defences, try a lightning 
reflex short smash to win back your service, jump 


SPECTRUM AMSTRAD 


SPECTRUM COMMODORE 

CASSETTE 


block to defend your match winner. Ocean Software Limited • 6 Central Street • Manchester • M2 5NS 

This IS Beach Volley . . * Telephone: 061 832 6633 Telex: 669977 OCEANS G- Fax: 061 834 0650 

I/O!I mau ou»n ratrh a »anl 
























Anyone out there 
still struggling to 
save Kimberley 
should take heart 
with this solution 
sent in by Mark 
Heapes. 
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Scene 1:— Borff appears from his 
space station flying on an anti¬ 
gravity platform. He will fire his 
laser gun at the rocks around Dex¬ 
ter. Just before the third laser 
shot, move ‘RIGHT and Dexter 
will jump behind the large rock. 
Borf will fire again hitting the top 
of the rock. Before Borf shoots 
again, move ‘LEFT and Dexter will 
jump from behind the rock to the 
centre of the screen. Borf will 
follow and fire his gun again. Be¬ 
fore Borf can shoot, move 
‘DOWN’, Dexter will jump behind 
the rock again. 

Screen 2:— As soon as you begin 
this screen jump ‘RIGHT to move 
Dexter from beneath the mach¬ 
ine’s leg. Then move ‘LEFT ’ to 
position Dexter in the middle of 
the screen. The floor will begin to 
crumble from beneath his feet, but 
do not attempt to move until you 
see Dexter lurch forward as if to 
jump, then press ‘left’ and Dexter 
will leap onto the final piece of 
rock. He will now begin to slip 
down the rock face. When the 
machine’s leg has lifted press 
‘LEFT in order to move Dexter to 
safety. 

Scene 3:— Spaceships will fly onto 
the screen towards Dexter, who is 
standing on the edge of a cliff. 
When the ships begin firing press 
‘DOWN’ to make Dexter run along 
the path. Then press ‘UP to make 
Dexter run to his spaceship. 
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Scene 4:— You will see Dexter’s 
ship fly up the screen and then 
start moving downwards towards 
the space station. Press ‘UP’ when 
the ship is just about to disappear 
behind the domed building in order 
to land the craft safely. 

Scene 5:— When the Mud Monster 
appears simply press the fire but¬ 
ton to blow it away. 


Scene 6:- Jab the stick ‘RIGHT’ in 
order to help him regain his ba¬ 
lance and then ‘UP enabling him to 
leap to freedom. 


Scene 7;— Press ‘RIGHT’ to jump 
onto the moving platform and as 
soon as Dexter lands press 
‘RIGHT again to reach safety. 


Scene 8:- When you first enter 
this screen move ‘DOWN’ and then 
press ‘RIGHT in order to jump 
through the monster’s mouth and 
continue along the path. 


Scene 9:— This scene is a mirror 
image of the previous one, there¬ 
fore move ‘DOWN’ and then press 
‘LEFT’ to foil the monster yet 
again. 
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Scene 10:— This time, the purple 
monster catches one of Dexters 
legs with its tentacle, as soon as it 
does so, press the fire button in 
order to blow its brains out. 

Scene 11:— The next scene shows 
Dexter standing on a bridge lead¬ 
ing towards two tunnels. Allow 
Dexter to wait until two blue cats 
appear behind him, when they do 
so simply press ‘UP to advance. 

Scene 12:— You will now see Dex¬ 
ter running down a corridor. When 
two dogs start advancing from 
both sides press ‘UP’ to flee. 

Scene 13:— Dexter is still on the 
run. This time when he reaches the 
intersection of the paths press 
‘RIGHT’ to continue his sprint. 

Scene 14:— When Dexter reaches 
the middle of this screen and be¬ 
gins to halt to look back himself, 
press ‘UP’ leaving the trailing dogs 
incinerated. 

Scene 15:— Dexter is standing 
between two of Borf’s security 
robots. As they begin to raise their 
laser guns press ‘RIGHT to stay 
out of trouble. 

Scene 16:- Press ‘LEFT’ on this 
screen to dodge the energy bolt. 

Scene 17:— Press ‘LEFT’ while 
Dexter is running up the screen to 
dodge the energy bolt. 


Scene 18:— When Dexter has 
nearly reached the end of the pas¬ 
sage press ‘RIGHT to foil yet 
another energy bolt. 

Scene 19:— Dexter makes his way 
down the last corridor and must 
climb up to Borf’s control center. 
To do this, as you approach the 
ladder leading to the control centre 
press ‘UP’. 

THE BATTLE WITH BORF 

Scene 20:— When Borf attacks, 
press fire to block his staff and 
then as he turns to kick Dexter, 
press ‘RIGHT’ to jump out of the 
way. 

Scene 21:— Press fire to block 
Borf’s staff once again. 

Scene 22:— Once again press 
FIRE to block the staff, but this 
time you will find yourself on your 
back. To escape certain death 
press ‘RIGHT’. 

Scene 23:— Immediately press 
FIRE to block Borf s staff and then 
when he kicks, press ‘DOWN’ to 
duck beneath his leg. 

Scene 24:— On your back once 
again, press fire to block the 
advancing Borf. 

Scene 25:— Borf attacks with his 
staff, press ‘UP’ to jump over the 
staff and then press ‘DOWN’ to 
duck beneath it. 


Scene 26:— When Borf attacks, 
press ‘RIGHT to run behind him 
and then press ‘DOWN’ to jump 
onto his back. ' 

Scene 27:— Little blue creatures 
will start to climb up Borf in an 
attempt to try and drag Dexter 
clear of their master. Leave it as 
late as late as possible before 
pressing ‘LEFT to leap onto the 
rope. 

Scene 28:— Let Dexter fall onto 
the disc and then before the disc 
sinks beneath the lava press 
‘RIGHT to jump to safety. 

Scene 29:— Dexter is now found 
running along a path. To prevent 
death from the Infanto ray press 
‘RIGHT when it hits the path. 

Scene 30:— The ray hits the path 
again, as it does to press ‘LEFT to 
carry on running. 

Scene 31:— You will now see Dex¬ 
ter running along a path lined with 
mirrors, as the ray hits the path 
press ‘RIGHT to jump out of the 
way. 

Scene 32:— As soon as you enter 
this screen press ‘LEFT and then 
‘RIGHT to reflect the ray’s beam 
with the mirror and rejuvinate 
Borf. 

Now you can sit back, relax and 
wallow in the pleasure of having 
saved the earth and cut Borf down 
to size. 




















W hat is the appeal of 
driving a motorbike? 
No, not the high prob¬ 
ability of ending up dead or 
crippled, the feel of the wind in 
your face . 

That’s clearly what Taito 
thought when they decided to 
produce a motorbike game. The 
impressive console for WGP 
attempts to stimulate just that 
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kind of feeling. Two vents posi¬ 
tioned either side of the screen 
blast cold air in your face as 
you play. It instantly creates 
that towseled look, although I’m 
surprised it didn’t occur to 
them to provide a helmet rigged 
with speakers inside. One prob¬ 
lem with having cold air blasted 
into your face that I’m sure they 
didn’t think of was that wearers 
of contact lens like myself find 
their eyes being dryed out im¬ 
mediately. I spent much of my 
time on WGP driving half blind. 

WGP tries one other trick to 
set it apart from other bike 
sims. The handlebars don’t 
work. When I say that, what I 
mean is that you have to bank 
the bike right over to turn the 
bars. Fortunately you don’t 
have to risk taking your knee 
cap off if you clip a lump of 
concrete on a corner. Still, it’s a 
nice idea, though I found the 
bike a touch heavy to man¬ 
oeuvre and had to resort in odd 
places to standing up and wren¬ 
ching it over. The feedback 
from the handlebars is impress¬ 
ive and the impact from a crash 
is little short of embarrassing 
as you struggle to stop your 
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85% 


OVERALL 


78% 


GRAPHICS 


79% 


PLAYABILITY 


76% 


whole body vibrating. 

Take away WGPs admittedly 
neat, gimmicks and you’re left 
with a fairly standard motorbike 
racing game. The game is di¬ 
vided into stages with qualifica¬ 
tion laps and checkpoints for 
time. Basically it’s throttle 
down and go as fast as you can. 

WGP is a neat game, but 
given the size of the thing and 
the fact it’s a dedicated console 
I felt slightly disappointed. The 
graphics are very stylised with 
an almost digitised look to them 
which means there appears to 
be a lot of grey outlines. The 
range of colours is also slightly 
limited as are the backgrounds. 

WGP latest is well worth a 
spin on, but I can’t see it lasting 
much longer than its novelty 
value. 
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Sooty Compo 

What’s that Sooty? 

.Oh really that’s 

good. "Squeak, squeak". 
Now look Sweep, those 
prizes have got to go, after 
all, those nice people went 
out of their way to write in. 

I had almost forgotton 
about Butch, the 
mysterious fourth member 
of the Sooty Show. So 
Sue, you're the only 
puppet here who can 
speak intelligibly, why 
don’t you tell the boys and 
girls whoe won. "OK 
Matthew they are Tony 
James, Nailsworth; GJ 
White, Sedgebrook; 

Simon Moore, Great 
Yarmouth; Jason Pope, 
Leamington 


Spa; J Newman, Ryde; 
Simon Rose, 
Woverhampton; Karen & 
Emma Bishop, Gt Barr 
Birmingham; Simon 
Peters, Strathclide; G 
Simmons, Essex; P 
Bradshaw, Mill Hill; 

Tarquin Belabos, London." 

CD Wars 

Half a dozen ulta-limited 
Future Wars audio CD’s 
were up for grabs in 
December. All we wanted 
to you to tell us was that 
Delphine are based in 
Paris and their last game 
was Bio Challenge. A CD 
goes to each of these 
guys - Leon Tong, London; 
Philip Stoop, Belgium; 
Mark Conway, St Helier; 


Pele Pierre Marie, France; 
Mr M A Reed, Surrey; 

Matti Kennedy, Cornwall. 

Dirty 

Postcards II 

Quite a simple competition 
really. One winner, no 
runners up, and all you 
needed was a postcard 
and the price of a stamp. 

So we delved into the hat 
and came out with the 
name Keith Smith, who 
not only lives in Reading 
but has won himself two 
hundred quid's worth of 
software, the lucky geezer. 

Satellite 

Compo 

Time for those square 
eyes blues. Over half a 
dozen new channels come 
with this satellite dish set 
up (not to mention the 
illicit ones you get when 
you point the dish at 
Sweden). The answers 
were a) Heather Cooper, 
b) Greenwich, C) Douglas 
Bader. First correct name 
out of the bag belonged to 
Miss T Carlisle from Hull, 
so congratulations. Twenty 
runners up prizes of 
Outrun Turbo are 
interspacially on their way 


to the following; Paul 
Lucken, Bexley; Ralph 
Dornan, N Ireland; Daniel 
Bessen, Milton Keynes; 
Steve Holford, 

Merseyside; Simon 
Jenkins, Cambridge; John 
W Pearce, Cheshunt; C R 
Cole, York; David Easton, 
Hampshire; Christopher 
Smith, Cleveland; John 
King, Kent; Robert Lynch, 
Northampton; Chris 
Ludlow, Peterborough; Mr 
P W Harwood, Reepham; 
S Dela-Nougerede, Essex; 
Susan Kenyon, Cleveland; 
R Farrington, Wirral; Paul 
Magee, Surrey; Nic 
Coates, Northumberland; 
Mr A Wigly, Shropshire; 


Hard Drivin' 

Five whole Ferraris this 
time. Pretty expensive 
huh? Cruise down the Ml 
with your girly by your 
side, the radio., what? 
They’re scale models? Er, 
well you could always use 
it to play chicken with a 
dog. These five were 
among those who told us 
Ayrton Senna has had a 
truck load of pole 
positions, and it was the 
five who were picked as 
winners. Take it away 
Murry. Andy Ho, Ayrshire; 
Matthew Clent,. 
Weymouth; Daniel Rome, 
Chorley; Steven Irving, 
Middlesboroug; Leighton 
Gordon, Swindon; 
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Galaxy Force , Outrun , and 
Heavyweight Champ. 

Line Of Fire is not a name that 
sits comfortably with any of 
those. It’s an Operation Wolf 
clone and not a particularly 
great one at that. It’s not even 
the first Op Wolf clone since the 
likes of Mechanized Attack 
appeared months ago. It also 


Sega 


A s one of the top arcade 
game producers in the 
world Sega have come 
up with some pretty memorable 
and innovative titles includ¬ 
ing the likes of After Burner , 


appears at the same time as 
Beast Busters, another clone 
with a horror theme. 

If Line Of Fire has any appeal 
it’s because it’s a sit-in cabinet. 
The theme of the game is much 
the same as Op Wolf, but the 
weapon you fire is a mounted 
machine gun on the front of a 
jeep. As you’d expect it’s 
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broken into sections. The game 
begins with you assigned a 
mission to steal a top secret 
machine pistol from a high 
security camp. You then have 
to bust out and make it to an 
airfield from where you can 
escape to safety. 

The action is pretty hot right 
from the start, but I found it 
hard to generate anything like a 
killing frenzy sat in the cabinet. 
The graphics aren’t as sharp 
and the sound not as dramatic. 
One neat touch is that the 
enemy soldiers you hit fail and 
remain on screen rather than 
disappearing from sight. This 
means that you can survey the 
carnage of bodies lying around 
at the end of a section. It’s a bit 
like being in a spaghetti west¬ 
ern. 

That apart there’s little to ca¬ 
jole the money from your pock¬ 
et. Line Of Fire comes at a time 
when the industry seems to be 
thrashing about trying to find 
the next wave of games. We’ve 
had dedicated cabinets, hyd¬ 
raulics and 26" screens. Maybe 
it’s time to get back to basics. 










































Your dates: 



13th-16th 
September 


Earls 

Court 


Continuing the tradition 
but dedicated to leisure. 


Your show! 


Your venue: 


Sponsored by C&VG, SINCLAIR USER, CU, ACE and THE ONE. 

Contact: Sally Buller at EMAP International Exhibitions: 01-251 6222 ext: 2406 
or Gary Williams ext 2518 























h dear. It’s not been a 
good month for soft¬ 
ware, but this takes the 
award for most unoriginal game 
of the lot. Badlands is Super 
Sprint with a Mad Max theme. 

Anyone who knows Super 
Sprint will understand auto¬ 
matically that this is an over¬ 
head racing game with minis¬ 
cule graphics and poor play¬ 
ability. it’s exactly what you’d 
get if you asked Codemasters 
to program a coin op. 


hen in doubt, go for an 
oriental beat ’em up 
seems to be the think¬ 
ing behind Sega’s latest. Unsur¬ 
prisingly this game doesn’t fea¬ 
ture John Travolta with shur- 
ikens, but what it does have is 
man’s best friend. The hero of 
Shadow Dancer has a compan¬ 
ion, a dog he can set on awk¬ 
ward opponents. 

The plot is pretty straightfor¬ 
ward stuff. A running battle with 
bomb planting terrorists which 
takes you from the airport into £ 
city centre. There’s no sur¬ 
prises too with much of the 
gameplay — star chucking and 
sword thrusting — until you 
come to use the dog. When an 
opponent proves difficult to 


winkle out you simply crouch order, 


. _ . yet the character and the 

down and hit the fire button dog aren’t as well animated as 
thus setting Rover on him. You they might have been, 
can then Jump up and let the There’s not much else of in¬ 
guy have it whilst he’s busy terest to say about Shadow 
having his arm chewed off. Dancer. The dog’s a nice touch, 
The graphics in Shadow Dan - but the attraction of taking it for 
cer are at odds with each other, walkies rapidly wears off after a 
The quality of the backgrounds while, 
and their depth is of the highest 


GRAPHICS 


SOUND 


PLAYABILITY 


The Badlands is a racing disaster, where armed cars 
track constructed in a nuclear compete in a dangerous but 
deadzone, 50 years after some dull sport which involves racing 


round cycle size tracks armed 
with grenade launchers. 
There’s eight different track lay¬ 
outs but see one and you’ve 
seen them all. There’s also the 
option to customise your car 
with shields and better tyres. 

Badlands is a very weak 
attempt to conceal the fact that 
someone has found a use for a 
job lot of old Super Sprint con¬ 
soles. A classic case of mutton 
dressed as lamb. 
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World Championship 

OXINi 

MANAGER 


The GJAffTSojaot^ software 

Following Tracksuit Manager’s No.l Success comes 

BOXING MANAGER 


Real Fighting-RealTactics-Real Management 

End of Round 7 your boxer returns to the corner.The cuts worsening and there's 
a swelling beneath the eye. You have thirty seconds to patch him up. What about 
your fight tactics? Is he in front? Only the three fight judges know for sure, 
should you give him further instructions? - too late the bell sounds. 

YES ANOTHERSMASH HITCOMING 


All fights use an artificial intelligence with indepth commentary as 100 
Boxers struggle to become Heavyweight champion of the world. 

THIS GAME HAS... 

100 Boxers 20 fight Managers all with individual abilities and ratings, 2 
scouts • Different governing bodies • Physio •Trainer* Area national and world 
ranking displayed • Secretary • Filofax • Letters and telephone calls • It's all 
here with more. 


PLUS... 

• Move around your office • Use your telephone • Answer mail • Sign 
agreements with boxers, promoters, governing bodies • Set up deals • Visit 
physio or pop into the training camp • Manage up to Five boxers at once. 

ALSO ■ ■ m 

Decide upon fight tactics according to the strength and weaknesses of your 
boxers, what are their weaknesses? sorry - you'll have to find out. Work as a 
second during rounds. Use sponge, flat iron, towel, water etc. Opponents use 
intelligence to decide upon their next round plans so beware. 

BEWARE... 

If you're looking for something easy or a joystick waggling punch up - look 
elsewhere this is the fight game with reality. 

GOLIATH GAMES specialises in ADVANCED - INVOLVED 
-ORIGINAL SOFTWARE DON’T FORGET IT 
AVAILABLE ON... 

CBM 64 - 9.95/12.95 DISC 
SPECTRUM - 9.95 
AMSTRAD 9.95/12.95 DISC 
AMIGA . ATARI ST- 19.95 
IBM-19.95 Including V.A.T Plus 50p post & packing The GIANTS amongst software 

PLEASE SEND CHEQUES/P.O.TO: 


6A SCIENCE PARK, ABERYSTWYTH, DYFED SY23 3 AH 




IF AN ADVERT 
IS WRONG, 
WHO PUTS 
IT RIGHT? 

We do. 

The Advertising Standards Authority 
ensures advertisements meet with the strict 
Code of Advertising Practice. 

So if you question an advertiser, they 
have to answer to us. 

Tb find out more about the ASA, please 
write to the address below. 

Advertising Standards Authority, 
Department X, Brook House, 

Tbrrington Place, London 
WC1E 7HN. 

This space is donated in the interests of high standards 
in advertisements. 





































CASH IN WITH CU! 

Next month we’re giving you a cheque 
book and you’ll be able to use it to save 
hundreds of pounds on selected items of 
software and hardware. By redeeming the 
vouchers inside you’ll be able to buy 
Amiga and 64 games like Forgotten 
Worlds, Ghouls’n’Ghosts, F-29 Retaliator 
and The Lost Patrol for a fraction of their 
retail price. And it’s free! 

MORE REVIEWS 

An exclusive review of the latest Capcom 
conversion from US Gold, Crackdown, along with reviews of TV Sports Basketball, 
Warhead, The Lost Patrol and Cyberball. 

PLUS 


More news and previews of the games that could make 1990 the best year for 
software yet. There’ll be further info on our demo competition, and all the tips we 
can muster. 





We ’re on 
sale 24th 
February. 
Make a 
note in 
your 

electronic 
filos now! 

























Hard question 

® I am thinking about 
buying a hard disk drive for 
my Amiga 500.1 want it so I 
can put my games on it and 
not have to wait ages for them 
to load. I realise that the 
games have to be Workbench 
compatible but that doesn't 
matter. What I want to know 
is the difference between all 
the different models. I see 
some have 20mb and others 
have 40mb but some have 
2mb ram with them. Is this 
needed? Also can you boot 
from them? i.e. have a menu 
come up so you can choose 
what you want to load. 

Also I was wondering how 
they work. Some people say 
the drives have EPROMs 
inside, other people say they 
are ordinary disks in a 
vacuum so they can spin at 
higher speeds. Please help as 

1 don't want to buy the wrong 
model for what I need. Also 
can they be used to create 
very long animations with 
packages like Sculpt 4D and 
Deluxe Paint ? 

Reuben Wilkinson, 

Little Hadham, 

Herts. 

For once, Commodore’s own 
hard disk (A590) appears to 
be the best value for money. 
This is a 20 Mbyte hard disk 
with the option to add up to 

2 Mbytes of RAM (when you 
can afford the memory 
chips!). For most home 
applications 20 Mbytes 
should be more than 
adequate and there is no 
requirement to add extra 
memory unless some ofthe 
programs you run (DPaint 
III for example) need extra 
memory to give all the 
available features. 


You can bootfrom a hard 
disk, but this initially just 
replaces the need to stick the 
Workbench disk into the 
floppy drive. Programs 
which can only run by being 
bootedfrom the floppy drive 
may not be usable from the 
hard disk. However, you can 
create your own startup 
sequence which will give you 
the choice of which program 
to run from the hard disk 
and there are a number of 
utility programs on the 
market to help you do this. 

As for what a hard disk is, 
it is a series of rigid platters, 
coated in a similar magnetic 
material to that on a floppy 
disk, which spins at high 
speed inside a sealed case. 
The sealed case prevents 
pollutants such as dust or 
hairs from damaging the 
disk or the disk heads since 
the gap between each read/ 
write head and the spinning 
disk is extremely small and 
the heads must not be 
allowed to come into contact 
with the disk while it is 
spinning. There are normally 
several read/write heads, one 
per recording surface, which 
also helps speed access to 
data. 

To create very long 
animations you need not 
only fast disk access, but a 
rather large RAM memory as 
well. Even a hard disk is not 
really fast enough to load 
animation screens so that 
there is no delay; only RAM 
memory can achieve the 
required transfer rates. 


Conversion kick 


® I used to have a 
Spectravideo 328 computer 
earlier but because of non 
availability of support I have 


now switched to Commodore 
64.1 have also bought the 
CPM cartridge with 
Commodore so that I could 
use my CPM collection on 
Spectravideo 328 with 
Commodore. Unfortunately 
now I am stuck as no one can 
tell me how to convert these 
CPM programs to 
Commodore format. I have 
the two machines, RS232 
cable and telecommunication 
programs for both machines. 
I wanted to lay these side by 
side and hook up with cable 
but how is the question. 

I am sure with your 
assistance the matter can be 
solved very easily. Please 
guide me. I am desperate and 
annoyed with myself for not 
checking it out before buying 
a Commodore. Please help. 

J Mohammad Ali, 

Ahmadi, Kuwait. 

Without knowing what the 
programs do, it is not 
possible to say how 
compatible they will be. 

While it is technically 
possible to transfer CPM 
programs between machines 
this only means that the 
programs will run using the 
same CPU (a ZSO or 
equivalent), but if any 
machine specific features 
have been used the 
compatibility cannot be 
guaranteed. 

To transfer CPM programs 
you will need a cable with a 
minimum of two wires; TX 
(pin 2) to RX (pin 3) and 
signal ground (pin 7). The 
CBM 64 will need a 
communications program 
which can convert standard 
ASCII to CBM ASCII because 
they are stored as different 
values on the CBM machines. 
If you only have the basic 
cable as indicated above 
then you must limit the 


transfer speed to 1200 baud 
or less to avoid buffer 
overflow and loss of 
characters. The longer the 
program, the slower the 
transfer rate as the buffer 
can fill up slowly over several 
minutes and then ruin the 
end of a long program. If 
you already have a suitable 
X-wire cable (includes the 
handshaking lines) then 
provided the 

communications programs 
support hardware 
handshaking (CTS/RTS etc) 
you may be able to transmit 
at higher speeds. Do not use 
software handshaking (XON/ 
XOFF) as these are ASCII 
characters which may be 
contained in the programs 
and which will be stripped 
out of the character strings 
during transfer. 

Again, without knowing 
which communications 
programs you have it is 
difficult to advise you 
accurately, hut you should 
select the option to transfer 
HEXfiles rather than ASCII 
data files if the programs are 
compiled or written in 
machine code. Once the 
program has transferred 
you can then SAVE it to disk 
or cassette. The main points 
to check if nothing appears 
to transfer are that the 
RS232 parameters (baud 
rate, protocol etc) are the 
same on both machines, and 
that the handshaking wires 
are connected correctly. If 
you don’t know how to check 
the latter, try transferring 
without using any 
handshaking at all. Good 
luck! 


Shows character 


® I own a Commodore 64, 
and I have done ever since it 
came out, but only recently I 
worked out how to get 
moving sprites etc. I've 
written a few programmes 
for it (nothing special) 
including a Fil-o-Fax. On this 
program I had a section that 
was private and that needed a 
password to gain access to it, 
but I knew that using RUN/ 
STOP and RESTORE you 
could reset the computer and 
then list the program, so 
when I read CU and I found 
out about the Poke 808,237(4) 

I used it to disable the RUN/ 
STOP and RESTORE and it 
works very well. 

















Jason Brown, 
Portsmouth, 
Hampshire. 



MIDI is a sound control 
system and works in a serial 
format, therefore has 
nothing whatever to do with 
the video/audio output 
socket. Under no 
circumstances attempt to 
connect any midi cables to 
the video port or you will 
indeed damage something. 
MIDI is an interface 
standard to allow different 
instruments and computers 
to be linked together. DATEL 
ELECTRONICS do a MIDI 64 
interface cartridge which has 
all the standard 
connections ; MIDI IN, MIDI 
OUT and MIDI THRU. Price 
is £29.99 and you can 
contact DATEL on 0782 


Come quietly now Tommy we 


When I was using a 
program the other day I 
managed to hack into the 
listing. When I listed it, line 
one read: 

1 Poke 792,193 : Poke 788,52. 

I was just wondering what 
these mean, also how do you 
get larger or smaller 
characters on the screen and 
different styles of print eg 
italics. I've tried using 'Mode' 
but I just get a Syntax Error 
message. Please help! 

David Fisher, 

Slough. 

These pokes have a similar 
effect of stopping the use of 
RUN/STOP RESTORE, but 
just done in a slightly 
different way. The first POKE 
disables RESTORE only, 
while the second disables 
RUN/STOP and the internal 
clock. 

As for getting different size 
or style of characters, there 
are no alternative fonts built- 
in to the 64. If you want 
different styles and sizes 
then you have to design them 
yourself and swap to the new 
character set. Character 
design is quite an art if you 
are going to do it properly. 
However, there is a way to get 
larger characters on screen 
and that is to build them up 
using the Commodore block 
graphics. Use some squared 
paper to design the 
characters and then see 
which character positions 
need which shape of block (a 
bit like creating sprites). If 


sfor. 


you put these 'characters ' 
into data statements so that 
each row of the screen forms 
one string variable you can 
display title screens etc quite 
quickly. 


More multi problems 

® I desperately need some 
help. I've only had my 
Commodore 64C for about 
four months and I've got 
plenty of problems: 

1) How can I connect my 
Commodore to a Midi 
system? I know it's 
something to do with the 
video port and one of the 
pins, but I'm afraid I might 
damage something. I've 
already got my Philips CM 
8833 monitor connected to 
the port as well. According to 
my midi manual the inputs 
require 47 kohms impedance 
with a 300mV input sensitivity 
on the phono sockets. Also as 
the Commodore only gives 
out a mono signal is there any 
way I can get the sound 
coming out of both speakers 
(although, of course it still 
won't be stereo). I'm not 
afraid of ding wiring etc., but 
is there already something 
out on the market that does 
this? 

2) I have a Centronics GLPII 
printer (also called a Brother 
M-11009 I think). Although it's 
quite old it does have NLQ and 
is a good little printer (I used 
it with a Spectrum 48K for 3 


years). The printer has both 
serial and parallel ports, and 
I've managed to connect it to 
the User port via a lead I 
bought from Microsnips. 
Unfortunately though, a lot of 
stuff still won't print out — 
such as Geo Write. I know I 
need a Centronics printer 
interface, so could you 
recommend one? (I see there 
is a new one out by Datel 
Electronics). 

3) I'd like to speed up my disc 
drive as it's rather slow. I've 
heard of Dolphin Dos which 
is supposed to be quite good 
(it also has a centronics 
printer driver — would this 
work with Geos etc.?), but 
there's also something called 
Disc Demon? There's also 
cartridges such as Action 
replay (which also have 
parallel printer options), 
Freeze Frame, or dedicated 
turbo cartridges + turbo 
ROMs. Also if any of the 
solutions uses the cartridge 
port is it worth getting an 
extension card by Datel 
Electronics to save wear and 
tear. 

4) I'd like to get a mouse for 
use with Geos (when I can use 
my printer with it!) and art 
packages such as OCP ART 
STUDIO, Blazing Paddles. Can 
you recommend one? I would 
also like to know whether it is 
easy to read from the joystick 
port (which I presume the 
mouse connects to) so I can 
include routines in my own 
programs to utilise the 
mouse. 


273815. 

Moving on to the printer 
interface/DOS replacement, 
my personal choice would be 
Dolphin DOS. This is 
compatible with the Oceanic 
drive, but make sure you 
specify the drive it is to be 
used with when you order it. 

I would have more doubts 
about the Centronics Driver 
as it seems to be software 
rather than hardware based 
and these are less reliable 
because they cannot always 
control what other software 
does. A hardware interface is 
better, even though it costs 
more because it handles all 
the conversions externally 
and cannot be affected by 
other software in memory. It 
connects to the serial-IEEE 
port, not the User port and 
this again means that more 
software will work with it. 
Again, before you buy it 
check with the supplier that 
it is compatible with both 
your printer and with GEOS. 

I suspect that one of your 
problems is that your printer 
is not a true Epson 
compatible and most 
interfaces use the Epson 
control codes. 

Finally, DATEL also do a 
mouse that will work with 
Blazing Paddles etc, but I'm 
not so sure that GEOS works 
with a mouse. Check with 
DATEL as they will be able to 
tell you definitely if their 
mouse is GEOS compatible 
since it works by mimicking 
a joystick. Since that is the 
case, it is comparatively easy 
to read the joystick registers 
to use the mouse in your 
own programs. 















THE FACE OF 

PROGRESSIVE 

COMMUNISM: 

the Soviet military ‘glasnost’ watch is 
worth it for the case alone. Available 
from The Leading Edge (address as 
below), y 



provide an external sound 
source for your Walkman with 
this cassette with built in twin 
speakers. Costs a mere £8.95 
from American Retro (address 
opposite), y 




TVOD: 

the latest in Japanese TVs is this 
Seiko LCD model which comes 
fitted with a car adaptor. Price 
£329.95. 


COOL SPOOL: 


a home laser which beams out light patterns 
in time with music. Plugs into your stereo 
system or even a Walkman. Available price 
£99 from The Leading Edge, branches at 
Whitelys, Bayswater; Windsor and 
Heathrow. ^ 


SPOT FX 











SATMAI 



◄ BATCAD: 




DC’s latest exclusion with 
The Dark Knight takes 
the form of a computer 
generated comic in which 
the Joker is a virus. 
Available from all good 
comic shops. 


MOUTHPIECE T 

sound off to people at the other 
end of the line with this tannoy 
style BT phone. Price: £49.95 
from American Retro, 35 Old 
Compton Street, London Wl. 


bit of a one off this. A 3.5" disk with a calculator inside, sent to us 
to promote Microprose’s Midwinter. First person to write in with 
the programmer’s name can have it. 


CALCULATED PROMO: 


STEER 

CLEAR ► 

of trouble with this rubber 
compass. Improve your 
sense of direction for 
£14.95. Available from 
American Retro, address 
as above. 








•933 COt U^.hlA PICTURES T[ 1E VISION A DIVISION Of 


T HOLDING 


iC ALt RIGHTS RESERVEE) 


IVfrl COLUMBIA PICTURES 
INDUSTRIES INC 


You've played the 

experience the white-knuckled 
realism of a supersonic dogfight 
at home! Using your heat-seeking 
missiles and laser anti-aircraft fire/can 
you be top gun against supersonic 
swarn»? 

AF TERBURNER TM S] GA ■' ARE TRADEMARKS OF SEGA 
ENTERPRISE LTD 


OPERATION 

WOLF 




Ste-AL GHOSTBUSTERS 

ooooso 

- ' ill theme funs P*" 1 " - 

WmmSm - « km action * 


«** 

^ * + 

* . 


LLu-V'-na^am ■ 


LAST NINJA 2 

Once beaten, but not destroyed, the evil 
Shogun Kunitoki used all his mystic powers 
to transport himself through time and 
establish a new empire of tyranny in 
modern day Manhattan. You arrive in this 
frightening and awesome modern 
world bringing nothing with you 
save your intelligence, skill and 
cunning and a burning 
desire for vengeance. 

■ SYSTEM I HREF SOFTWARE 
lTO All RIGHTS 
RESERVED 


an 

<*• r our k -J 





















BATMAN THE 
CAPEDCRUSADER 

“Believe me this is brilliant, 
* a f inely-honed arcade 

adventure which is the best comic 
licence ever-you'd be batty to 
miss it." CRASH SMASH. 

TM &© DC COMICS INC. 1988. ALL RIGHTS RESERVED 


DRAGON 

“Skillful programming 
has taken the superb u - 
graphics and addictive ^^fe. 
play of the monster arcade fii| 
and faithfully reproduced it dl 
the home computer." J 

R-TYPE 

"Here at S.U. we think it's 
about as dose to an 
ultimate space blast 
as anyone will ever 
get. Fab." 

© IREM CORP1987 


OPERATION WOLF 

What more could anyone 
ask for in a shoot-em-up. 
Operation Wolf, simply is 
The Business." 
CRASH SMASH. 


© TAITO CORP 




1989 PALACE SOFTWARE 


con’ 


computer." COAAPt 
WEEK, “Avery enjo; 
addictive game ...T 
conversion I have s< 
the Amstrad." 
AMSTRAD ACTION 

© DATA EAST 


WEC LE MANS 

The world's most famous sports 
car race comes to your home 
computer screen with this exciting 
simulation of the 24 hour Le Mans race. 

This stimulating challenge inspired by 
Konami's sit in driving simulator reproduces 
ail the elements at the famous 
every twist and turn of the . 

© KONAMI 


DOUBLE DRAGON 

Join in deadly combat with the savage 
street gang of the infamous Shadow 
Boss. Use whatever weapons come to 
hand as you pursue the gang through 
the slums, factories, and wooded 
outskirts of the city to reach the 
Black Warrior hideout, for the 
final confrontation with the 
Shadow Boss himself! 

© 1988 MASTERTRONIC 
INTERNATIONAL, INC. 


Ocean Software Limited • 6 Central Street • Manchester • M2 5NS 
Telephone: 061 832 6633 • Telex: 669977 OCEANS G Fax: 061 834 0650 





















IF GHOSTS N’ GOBLINS SCARED YOU OUT OF YOUR MIND... 
...THISiLL SCARE YOU OUT OF YOUR SKIN! 



IAN NA.WU 


Arthur returns! The 
. fearless knight is back 
fj in this stunning sequel 
^ to Ghosts 4 n* Goblins 
y (voted among the top 
10 games of 1986). 
Three years have passed 
since the evil ones came 
to do their dirty work. Now 
they f re back and theyVe 
^ captured Princess Hus, 
Wl but our valiant knight 
Arthur is charging 
K||Pk to the rescue 

against a 
k formidable array 
( jp? J of gruesome 
j enemies and hairy 
Jtmi'k hazards. 




Atari ST f Amiga 
Spectrum Cassette 
Amstrad Cassette 
and Disk 

CBM 64/128 Cassette 
and Disk 













































